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“The world may never be the same after Unreal is released.” boot a revolutionary easy-to-use lev 
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YOUR REALITY ALTERED 


To reserve your copy of this game, 
visit your local retail store or call 1-800-432-3493. 
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“LEGACY OF TIME IS A PREMIER DELICACY SERVED TO 
ADVENTURE GAMERS ON A GLISTENING SILVER TRAY...” 
COMPUTER GAMES STRATEGY PLUS 
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< ~} NEW, INTUITIVE INTERFACE ALLOWS YOU TO SEAMLESSLY NAVIGATE THROUGH ANCIENT 
< WORLDS FROM A FIRST-PERSON PERSPECTIVE. 


To SAVE THE SUTURE, 
You Must ENTER THE PAST. 


THOUSANDS OF YEARS AGO THE GREAT CIVILIZATIONS OF SHANGRI-LA, EL DORADO, 
AND ATLANTIS VANISHED. BEHIND THEIR MYSTERIOUS DISAPPEARANCE LIES A 
LEGEND OF POWER AND DESTRUCTION THAT WILL ULTIMATELY DETERMINE THE 
FUTURE OF HUMANITY. AS GAGE BLACKWOOD, AGENT 5 OF THE TEMPORAL SECURITY 
AGENCY, YOU WILL TRAVEL THROUGH TIME, ASSUME MULTIPLE IDENTITIES, AND 
WEAVE YOUR WAY THROUGH AN INTRICATE WEB OF PUZZLES. HIDDEN IN THESE 
LOST WORLDS LIES THE KEY TO SURVIVAL. 


THE JOURNEYMAN PROJEC 


ACY OF TIME 


ins NOW SHIPPING 
a www. legacyoftime.com 


1098 Broderbund Software. Inc. All nghts reserved. The Journeyman Project and the Presto Studios logo are registered trademarks of Presto Studios, nc. Legacy of Time and Red Orb Entertainment are trademarks of Broderbund Software, Inc. 
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3 Unique Aven Srecies INTENSE INTERNET COMPETITION 
Whether you command the Challenge the world with FREE* 
nomadic Terrans, mysterious access to Blizzard’s Battle.net.” Up to 
Protoss, or voracious Zerg, 8 player Internet support including * 
you must devise totally unique worldwide player rankings, 

strategies to master the tournaments, and challenge ladders. 
specialized units, abilities, © : ° 
and technologies of each. - ‘ . 

° bed UNEGUALED REVOLUTIONARY SPECIAL EFFECTS 


CAMPAIGN EnitToOR a 3 iY = 
Construct individual Real-time light sourcing, true line of sight, and 


aise 7 an advanced translucency engine combine for 
missions or entire 


¢ ‘ n : unparalleled visual and tactical realism. 
campaigns with unrivaled 


* options and ease. 


CARD 
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WWW.RLIZZARD.cCOM 





Murmelre THEATERS (OF BATTLE 


Engage in a deadly mix of space combat, 
planetary assault; and covert base infiltra- 
tion. Command Ghost Espionage Agents, 
Protoss High Templars, and Zerg Defilers as 
you seek to conquer the galaxy. ‘ 









Collector's Special Edition Boxes — Each box 
cover features one of StarCraft’s 3 species. 
Available for a limited time only. 


WAG BEGUN 





AVAILABLE HOW. OW WINDOWS'95/NT CD-ROM : 


"Free access to Battle.net requires access to the Internet. Player is responsible for all applicable Internet fees. StarCraft and Battle.net are trademarks and Blizzard is a registered 
trademark of Davidson & Associates, Inc. Windows @ ista registered trademark of Microsoft Corporation. © 1998 Blizzard Entertainment. All rights reserved. : 
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| 58 FEATURES 
A Kaleidoscope of RPGs 


X-COM Interceptor 


COUN on 
Upfront 
Over the Net 
Command Post 
Road to Nowhere 
The Hangar 


| The People vs. Ultima Online 


| 48 FIRST LOOKS = 
Warhammer 40,000: Chaos Gate 
Hexplore 
World Cup 98 
Outcast 
3D Naval Battles: Fighting Steel 
Creatures 2 


Messiah 

The Operational Art of War 
Team Apache 

Extreme Warfare 

Game Net & Match 

Lords of Empyria 


“i 
94 Strategy 
Rebellion 
Armor Command 


100 Action 
Grand Theft Auto 
Interstate '76 Nitro Pack 
Last Bronx 
Sega Touring Car 
Battlezone 


106 Adventure/Role Playing 
Black Dahlia 
Weird 
UFOs 


110 Simulations 
M1 Tank Platoon II 


113_Traditional 
Star Trek Pinball 


Sticks of Joy 


Gi tt Lo 


Grue’s Lair 
Cheat Thrills 
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Good thing you're piloting a fighter you You nabbed a Sectoid fighter with a secret 


It's your duty to protect mining operations in 
the new Frontier... but who are these guys? designed and armed with everything from a weapon on board, But where's the trigger? 
Looks like the same heinous Sectoids from Plasma Pulse Cannon to an Elerium Torpedo The Research Screen will help you return the 
Earth, Only this time the battle is on their turf. Launcher, Good for you... bad for them. aliens’ thunder in an intense and epic battle. 

















A brutal dogfight-#ayou take some losses. But Now that you've researched the Doppleganger With this new arsenal, the tide is turning, The 
by intercepting an alien supply ship, you find Missile Launcher from the alien ship, you can aliens are retreating to their cozy little black 
the secret location of their key outpost and equip your fighters with powerful alien hole, But what will they plan next? Better find 
replenish your resources. technology and improve your odds, out... before they come back for you. 


STOP THINKING WITH 


YOUR JOYSTICK 


To blow away, these aliens, youll LET G to use 
E) totally different kind! of, weapon: your brain. 
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FREE GAME: Battlecruiser 3000 AD ¢ G-Police Heavy Gear 
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MISSING 
SOMETHING? 


If you are not getting 
the CD-ROM with 
your subscription to 
Computer Games 
Strategy Plus you are 
missing great demos 
and free games every 
month. You can 
upgrade your current 
subscripion for only $1 
more per issue. Visa or 
Mastercard are accepted, 
please call: 
Customer Service 
1.800.283.3542 (US Only) 
1.760.745.2809 (CDN and foreign) 
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Great Battles of Hannibal ° Great Battles of Alexande 




























































































OS 
____ Great Battles of Caesar /demos/caesar SETUP.EXE WIN9S. 
Quake II /demos/quake2 Q2-314-DEM-X86.EXE WIN9S. 
____ Battle Cruiser 3000AD. / BC3KINST.EXE DOs 
_ Heavy Gear /hgear SETUP.EXE WIN9S. 
Entrepreneur. /demos/entdemo SETUP.EXE WIN9S 
____Great Battles of Hannibal /demos/handemo SETUP.EXE WIN9S 
G-Police /demos/gpolice SETUP.EXE WIN9S 
____ Panzer Commander. /demos/panzer SETUP.EXE WIN9S 
Spec Ops /demos/specops SO_DEMO.EXE WIN9S 
Last Bronx /demos/last_bronx LASTBRONX_DEMO.EXE WIN9S 
__Great Battles of Alexander /demos/alex SETUP.EXE wings 
Redline Racer. /demos/tr. REDLINE-DEMO.EXE WIN9S 
____Deer Hunter /demos/deerhunt _______DEERHUNTERDEMO.EXE WIN95 
Sim Safari /demos/simsaf. SETUP.EXE WIN9S 
Space Girl /demos/spacegirl SETUP.EXE WIN95 


Directx 5 /directx5 DXSENG.EXE WIN95 














Catch the Buzz 


Posted hy Jax on February 25,1998 ot 15:33:37: The Mona Lisa of dungeon-hackers... ! must say, this was on AWESOME game!!! Your mirac- 


WWWWOODDDOWWWWWWW!!!! Posted by Mino [SH on February 25, 1998 at 14:54:07; | was playin DBTS and I gotta say - bravo! it kix 
Some serious OSs. | especially love mutulnting corpses. Posted hy FragasM on February 25, 1998 at 11:30:00: This game is outstanding. | will 
he waiting in line to buy if, Wish the demo was longer. ::sniff:: Posted hy Imajedi on February 25, 1998 ut 09:53:31: Die by the Sword kicks 
OSS, | have managed to play the demo and damn its fun....who wouldn't like to play a game in which u con Chop off multiple body parts and after 
you kill the enemy you con mutilute his/her body??? Ohh well as soon as i get the $$$$ i'm getting this game. Posted by The Lord Humongouson 
February 25, 1998 at 01:32:44: THE GAME TO END ALL GAMES! Finnily, after months of waiting, | get a taste of the adventure mode, 1 HEED 
MORE! This has got to be the best, most addicting game 1 have played in years. 1 remember first hearing about the concept and how the devel- 
oper hud wanted to make a game thot had the freedom of movement like the old 
"Bilestoud” gume for the apple {one ofmy favorite games growing up). That statement 
alone got me dying to play this game. How that | have, IT KICKS MUCH 
ASS. | WANT IT NOW NOW NOW!!! Posted hy Moninsuine on February 26, 
1998 af 10:57:35: DBTS -- what I have heen waiting for This is the gume that | 
hove been waiting for since | was twelve years old. Donning hockey 
equipment and breaking out broom handles in an attempt to recreate the com- 
hat of the best of the DED quests. A deliteful touch Posted by Depeche on 
March O1, 1998 at 02:56:16: Swinging with the mouse I've been playing both 
demos none stop, tis a brilliant gume. Posted hy Scott Wojtowicz on 
March O1, 1998 at 16:25:57: Die By The Sword Rocks!!! | can't see any game 
surpassing this masterpiece : ) truly an amazing game. Tontrum rocks 
e-mail: inferno@voyageur.ca Posted by Minos on March 02, 1998 atl7:28: blood? 
definatly psycotic hmm.. so getting woisted..minkes it cool? interesting. | pre- 
fer to jump and crouch a whole lot, then cut myself free (without being 
hurt, cus I rule some sweet muffins) | then cut off the orcs head, followed 
by ripping the kobold to pieces, limb f by limb. On Thu, 26 Feb 1998 17:26:25 
0800, in comp.sys.ibm.pe.games.rpg Once you get used to it, the mouse-hased 
VSIM engine in Die By The Sword is simply the most realistic bladesting- 
ing code I've ever had the plensure to tweak with. Ang of you out there use real 
swords in your spare time? Well, for those = who ave, you'll be in heaven with this one. 
Jordan Thomas http://avault.com On Wed, | A | dak 10 Dee 1997 00:08:44 GMT, in 
COMp.SYS.ibm.pe.games.action ow Val a rsuvoia@cisco.com (Rick Savoin) wrote: | 
have to admit, 1 was wondering about this demo until 1 insintled it und found the following four things: 1. The movement ability of your character 
is great! 2. Running over the bridge and getting snared in the rope and hanging upside down and STILL FIGHTING (at lenst until 1 got my head lopped 
offt), 3. The only thing that was better was when | beat two enemies while still hanging upside down! 4. Getting my leg taken off at the knee and still 
hopping around on one foot! All | could think of wos the Holy Grail! 1 think this just entered the wish list category! Rick From blabla97@aol.com 
Sun Dec 07 14:01:09 1997, comp.sys.ibm.pe.games.action, Subject: Die By the Sword Demo I really liked the sound affects, When my knight would 
land o hit he would say things like “you fight like a Kobold!" The Boar had tons of wierd grunting noises. The music from the menu was really good, 
and if the in-game music is that good, i will LOVE the game. I have o P133 w/ 48 MB RAM and no 3d acceleration, and the game row rensonably well 
with pretty good graphics, 1 would definitley keep an eye out for this one. Fromkroheris@hellsouth.net Sun Dec O7 14:11:45 1997, 
comp.sys.ibm.pe.gumes.action, Subject: Re: Die By the Sword Demo_ The control is great, the only way to go IMHO is to use the mouse VSIM option. 
The graphics and character animation are both excellent. The frame rate was butter smooth. if the quest mode (not in demo) is as good 
as the arena combat, | think this will be one of the best games of 1998. Check out this demo if you get a chance, Taken from Usenet and OBTS 
message bonrd, 


Desisnes ter eloped by www.interplay.com/dbts he by 
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SURE, IT’D BE GREAT IF UPRISING” 2 WINS AS 
MANY AWARDS AS ITS PREDECESSOR. 
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and intense competition. Whether you’re dogfighting aces in Red Baron Il, outwitting 
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real people in real time. Check out WON and discover your FREEdom to play online. 








WORLD OPPONENT NETWORK 


www.won.net 
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Extreme dialogue 


The argument culture rears its ugly head — By Steve Bauman 


COMPUTER 








Tannen talks about how modern discourse has evolved from thoughtful and complex discus- 

sions of issues into polarized and antagonistic arguments that turn every issue into a 
metaphorical battle that needs to be won by one of the participants. One of the most dangerous 
effects of this “argument culture,” as Tannens coins it, is that it creates an “atmosphere of animosi- 
ty that spreads like a fever.” Nowhere is this more obvious than in the various online forums, 
where even the most innocent discussions usually degenerate into mudslinging and name-calling. 
Tannen describes it thusly: 


i n her book The Argument Culture: Moving from Debate to Dialogue, renowned linguist Deborah 


The argument culture urges us to approach the world—and the people in it—in an 
adversarial frame of mind. It rests on the assumption that opposition is the best way 
to get anything done: The best way to discuss an idea is to set up a debate; the best 
way to cover news is to find spokespeople who express the most extreme, polarized 
views and present them as “both sides”; the best way to settle disputes is litigation 
that pits one party against the other... 


In online discussions, people with opposing or balanced viewpoints are usually labeled any- 
thing from ass-kissers to apologists. These people may represent alternative viewpoints that could 
enrich the discussion; unfortunately, as Tannen says, “the legitimate, necessary denunciation is 
muted, even lost, in the general cacophony of oppositional shouting.” 

The general thinking seems to be why be Ghandi when you can be Patton? Why poke them 
with a stick when you can club them over the head? Why start a letter writing campaign when you 
can sue and make those bastards pay for what they've done? Where we'd once try to resolve 
issues in private, we now use a public forum to air our grievances. Unfortunately, this is not the 
most effective way of handling any matter. Putting yourself in the shoes of others, would you want 
your work performance measured in front of your co-workers? Would you want every mistake you 
ever made broadcasted to all of your peers? 

E-mail and online forums (from Usenet to company-sponsored message rooms) have only 
served to exacerbate this problem—even encourage it—as few can resist the tendency to whip off 
a quickie note telling someone they're an “idiot” (or worse) for printing an opinion they disagree 
with. (Drafting a written letter requires a lot more effort, and by the time you're finished compos- 
ing it, your anger has often subsided.) We receive a lot of mail like this, and when we reply the 
most common response is “Oh, sorry | said such nasty things. | didn’t think anyone actually read 
these messages.” As if that excuses the behavior? 

(Why a few people take reviews so personally is something of a mystery, and one that’s worthy 
of more discussion. Reviews with opposing opinions shouldn't be seen as an affront to your tastes; 
rather, they should provide entertainment and serve as the basis for additional discussion. It seems 
that a few people can only see any topic, be it a review or a political issue, as having only two 
sides—their own “correct” one and all of the other “wrong” ones.) 

When people are asked why they're so confrontational online, one common response is: ‘That's 
the only way they'll understand you're serious.” Tannen agrees, saying “...current conventional 
wisdom often devalues less confrontational tactics even if they work well, favoring more aggres- 
sive strategies even if they get less favorable results.” This brings up the question: Do people really 
want to resolve a dispute, or do they just enjoy the “fight?” 

Surprisingly, many people I've spoken with do engage in these “debates” solely for their enter- 
tainment value. Destroying people or companies online is fun, they say, and it’s all part of the 
“game” of being online; people shouldn't take any of the discussions seriously. Unfortunately, it’s 
impossible not to take the slings and arrows personally, since the object of the attack is indeed a 
person, or a collection of people. (Any attack on this magazine, for example, is effectively directed 
at the entire staff.) 

Don't take this discussion to be an endorsement of silence or one discouraging open public dis- 
course. On the contrary, these types of discussions are vital to the long-term health of this indus- 
try. However, there are multiple ways of achieving any goal, and it would make for a healthier 
industry if we dropped the adversarial and antagonistic discussions in favor of those that bring us 
closer to a shared truth that represents all sides of an argument, not just those on the extremes. As 
Tannen so eloquently puts it, “Smashing heads does not open minds.” = 
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PC GAMING WORLD (UK) 


DOUGLAS ADAMS 






































Seer toate es /- . €D-ROM FOR 
: ) - WINDOWS® 95 





THE SHIP THAT CANNOT POSSIBLY GO WRONG 


NOT A SEQUEL TO ANYTHING 
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TAKE THE GALAXY BY FORCE: 


Conquer the galaxy through’ military action, diplomacy or covert operations. 

With Star Wars Rebellion, those are just a few of thé ways to ‘implement strategy 

and tactics on a grand scale — with control of the Star Wars galaxy as the prize. 
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ee Earn the loyalty (or resentment) of some 200 planets. Play in real-ti 
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Where are they? 


Is there anybody out there playing online games? By André Vrignaud 





ou know what I've been wondering late- 
y ly? Just how many people out there are 

actually playing online games. For the 
past couple of years we've heard the hype and 
watched as online gaming became a reality. 
We've seen TEN, Mplayer, Engage, HEAT, E- 
Online, Wireplay, Worldplay, GameStorm, bat- 
tle.net, Westwood Chat, and the Internet 
Gaming Zone appear from the ether, all chasing 
a shared dream of having millions of users gam- 
ing together in one big, happy (albeit blood- 
thirsty) community. Yet, when | look at the pic- 
ture today | just have to ask—where are they? 

User-counts are low across the board. Yes, 
we see big, happy numbers from battle.net and 
the Internet Gaming Zone, each service boast- 
ing a million plus members. But the numbers 
given are worthless—and the services know it. 
When you try to drill down to get “real” num- 
bers, they answer that they don’t know, or just 
can't say. Sadly, the truth is that they don’t 
want those real numbers to get out. 

What do | mean by “real” numbers? Well, | 
want to be able to compare apples to apples. 
When TEN claims 30,000 members, they mean 
monthly subscribers—or to think of it in anoth- 
er way, people who come and play at least 
once a month. However, when Microsoft or 
Blizzard claim a million-plus members, they're 
not counting “real” members—those numbers 
include each and every time an account was 
opened for any reason. The fair comparison 
here would be to ask the services just how 
many of their members are current—as defined 
by having logged in at least once in the last 
month. Surprise! When you ask that exact ques- 


[1] The Command & Conquer channel, mainly 
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[2] Blizzard’s service has been a one-game show for 
over a year... [3] Kesmai’s challenge to AOL [4] The 
biggest subscriber base, but how many real gamers? 
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tion, the numbers aren't forthcoming. What is 
forthcoming are new proposed metrics, things 
like how many simultaneous users a service 
had at peak, or how many millions of minutes a 
service logged during the month. Fascinating 
stuff, no doubt, but also utterly useless when 
trying to make comparisons. 

There’s more incremental evidence that 
leads me to believe the online gaming scene 
is nowhere as large as they services would 
like, and that it’s possible it may never be as 
large as hoped for. It’s no secret that all the 
services are struggling. TEN has had three 
layoffs in the past year or so, and is only just 
now light enough to float for a while. 
Mplayer moved to their free model, which 
gave them a dramatic boost in membership. 
Then again, their membership numbers are 
inflated, and it’s obvious their Plus member- 
ship isn’t selling well either (as evidenced by 
continuing attempts to build value in the 
Plus brand). Engage pulled a Titanic, with 
WorldPlay having taken their premier spot on 
America Online—they can’t even charge for 
their web memberships now, and are giving 
them away for a “limited time”. WorldPlay 
itself just had 90% of their staff laid off [offi- 
cials at AOL and WorldPlay refer to the layoffs 
as part of a scheduled restructuring, and dis- 
pute any suggestion of crisis-ed.] E-Online has 
completely disappeared, and HEAT continues 
to try and drive membership through various 
“degree” incentives. 

About the only people who have been rela- 
tively successful are the so-called free services 
such as battle.net, Westwood Chat, and the 


onto Ss 
Newsletter 


Member 
Services™ 


Calendar 


of Events 


Tournaments 





Internet Gaming Zone—services that generally 
make their money by selling copies of games at 
retail. The problem here is that users don’t see 
a huge amount of value, long-term. Battle.net 
might as well be called Diablo.net (at least until 
it turns into Starcraft.net) and Westwood Chat 
is the C&C channel. The Internet Gaming Zone 
takes a page from many books, by having free- 
play for games such as X-Wing vs. TIE Fighter 
and Age of Empires, hoping to sell daily “mem- 
berships” to premium, online games in the 
future, and making money by selling advertis- 
ing. But again, are there enough of you out 
there to make these plans work? 

Don’t get me wrong—| don't think online 
gaming is dead—not by a long shot. | just won- 
der if these services had overly-grand aspira- 
tions, and whether online gaming is going to 
remain a niche market. That's not necessary 
bad—there is money to be made by being the 
best at servicing such a niche, but | do question 
whether online gaming will ever become the 
end-all of entertainment. Here’s another way to 
think of it—when choosing between The 
Simpsons and X-Files on a Sunday night versus 
a Quake death-match, which do you think most 
people will choose? How about most gamers... 
then hard-core gamers? 

What do you think? How many of you do 
you think are out there? Is the online gaming 
market just on a slow roll, and going to take off 
soon? Or is it always going to be a niche mar- 
ket, with a few survivors servicing the relatively 
small percentage of the population interested 
in playing games online? Drop us a line at 
overthenet@cdmag.com and let us know. = 
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Old designers never die 


” in computer wargaming? By Scott Udell 


Where’s the “young blood 








ack in February, | attended the Air 
& Force’s CONNECTIONS ‘98 conference 

for the first time. The main idea behind 
this now-yearly conference is to bring together 
the military and commercial wargame and sim- 
ulation communities to discuss what they need 
from each other, what they offer, and to per- 
haps end up working together. 

While the conference showed that there's 
quite a bit of exciting... potential out there in 
wargaming, it also raised, in my mind at least, 
some concerns. The biggest one, perhaps, is 
the aging of the wargame design community; 
the conference was almost an “old boy net- 
work” meeting for some of the biggest names 
in wargaming: James Dunnigan, Peter Perla, 
Richard Berg, Gary “Mo” Morgan, Dave 
Arniston, Larry Bond, Mark Baldwin, and many 
more—all names well known to wargamers (or, 
at least, to board wargamers). A lot 
of these designers are the ones that 
got the hobby going in the ‘60s and 
‘70s, and whose games got the sec- 
ond generation of wargame design- 
ers started. 

This second generation—roughly 
a “thirty-something” crowd—often 
got their start playing the classic 
wargames while still in junior or 
senior highschool, or perhaps in col- 
lege, probably back in the late ‘70s 
or early ‘80s. Back then a younger 
person with an interest in more 
complex games had little to chose 
from—wargames or pen & paper 
RPGs were about it. Computer 
games were barely out of the Pong 
stage, and while passing fun didn’t 
meet the desire for something with 
more intellectual challenge... so 
wargames (or RPGs) got those 
gamers, and from that crowd came 
the second generation of designers. 
In terms of representation at the 
conference the numbers of second 
generation faces were much lower than the 
“old guard.” 

My concern (and this is only a theory—I 
have no hard proof of this) is that the possibili- 
ties for younger gamers have absolutely 
exploded in the last ten years or so, and that 
wargames are attracting few of them. Flight 
simulations can offer both the intellectual chal- 
lenge and the visual and action elements that 
are likely to appeal to those younger gamers 
who want something more than arcade games, 
and the wider “strategy” genre (especially real- 
time strategy games) seem to be pulling away 
many of the rest. | hear a lot more (apparently 
younger) would-be designers talking about 
designing a better Command & Conquer than | 
hear of those aspiring to create the next 
Borodino game. 
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Of course, with the facelessness of the 
Internet it’s hard to say exactly what the ages 
of gamers out there are—it could be things 
aren't nearly as bad as | fear (indeed, given the 
tone of some of the conversations I've tracked 
on the Internet it seems like pre-schoolers are 
now wargaming). But from the number of grey- 
beards at CONNECTIONS, | have to wonder, and 
worry: Where is the hobby going to get the 
gamers, and therefore designers, to support it 
into the far future? 

One hopeful source of both is the military 
itself; it appears that at least some portions of 
the military are beginning to use commercial- 
style wargames at a classroom level for junior- 
and mid-grade officers (or even enlisted per- 
sonnel). Exposed to wargames in college (ROTC 
or academy) and throughout their careers, per- 
haps these folks will provide a solid core for the 


hobby into the future. 
And maybe I’m just 
all wet—perhaps there 
are younger folks out 
there who have started 
wargaming already, and 
who will provide the 
“third generation” of 
gamers and designers. 
I'd be interested in hear- 
ing from you if you are a 
younger wargamer (I'm 
talking Panzer General, 
Sid Meier’s Gettysburg, 
Steel Panthers, 
Battleground: Waterloo, 
and so forth—not 
Civilization, Warcraft, or 





Gene has also worked on computer games like I-Magic’s Great Battles 
series (he shares design credits with Mark Herman, who designed the 
boardgame version and who also attended the conference) 





Total Annihilation)—what are you playing, 
how did you get your start (and how young), 
where would you like to see the hobby go, 
etc. (an aside: have you been exposed to 
wargames in school? Yeah, it’s a different 
topic but I’m curious about that too). Write 
me here at the magazine or drop me an e-mail 
at sudell@cdmag.com. @ 


Some designers/developers have crossed 
boundaries; Gene Billingsley, who’s 
designed boardgames including GMT’s 
Crisis: Korea 1995 (components of which 
are pictured here)... 
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Another attendee was Mark Baldwin, long 
la familiar to computer gamers for his Empire 
and Empire II (pictured) 
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Blizzard’s hybrid gamers 


Warcraft Adventures follows in the mighty Starcraft’s wake —By Cindy Yans 





A was the day before Starcraft, 

T when all through the halls, 

there were testers and pro- 
grammers, busting their... (well, let’s 
just say they were working very hard). 
On a recent trip to Blizzard 
Entertainment, | was lucky enough to 
witness an all-company frenzy on the 
day before Starcraft was supposed to 
go gold. The halls were filled with 
bleary-eyed people who had probably 
not slept in weeks—barefoot and 
crazed-looking testers wandered ner- 
vously about in caffeine-induced 
derangement. 

“Oh, there's the producer,” said my 
guide, pointing as we passed an office. 
Peering in, | saw a prone, sleeping bag 
covered James Phinney—he was either 
dead, comatose, passed out, or taking a catnap 
in between version releases. | assumed the lat- 
ter. This guy had obviously not gotten enough 
sleep in months. Squelching a mean-spirited 
desire to squeak Protoss noises into his ear, | 
passed by. 

All of a sudden, the Voice of The Lord 
boomed through the speaker system. (Actually, 
it was president and founder Allen Adham.) An 
all-company meeting had been called. Within 
seconds every doorway was spurting out per- 
sonnel in various states of consciousness. They 
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scurried hastily up the stairs, like as many Von 
Trapps being summoned into formation. Five 
minutes later it was over. Same-o, same-o. New 
version, same persistent single-player bug. The 
testers returned to their spaces, shackled them- 
selves, and began anew. 

It was at this juncture that | was able to take 
a look at the almost-in-one-piece Warcraft 
Adventures: Lord of the Clans. This 2D point-and- 
click adventure picks up where 
Warcraft Il: Beyond the Dark Portal 
ended and develops many of the pop- 
ular characters and locations 
first introduced in the 
Warcraft real-time strategy 
series. Players return to the 
land of Azeroth as Thrall, a 
young, virile Orc robbed of 
his heritage after being raised 
in servitude by Humans. 

In 1994, Blizzard's revolu- 
tionary Warcraft: Orcs and 
Humans influenced the real- 
time strategy genre in ways 
that are still extremely appar- 
ent today. Then came Diablo: 
new genre, same influence, 
same best-selling result. Why touch 
another genre when they have been 
so successful with the tried and true? 
Why do they feel that RTS Warcraft 
players will touch an adventure title, 
and why will adventurers care about 
the Warcraft universe? 

Producer Mark Kerns states, “I think 
that what the Warcraft universe gives 
us, aside from people who are familiar 
with it, is an incredible backdrop. And 
when we create games, we often lay a 
lot of groundwork behind the game 
itself just in terms of creating the 
world...| believe that that in itself 
makes the characters have more 
depth, makes it more intriguing, even 


if you've never seen the Warcraft uni- 
verse before. So for adventure gamers, 
| think they will find characters that are 
richer, and for Warcraft RTS gamers 
who might be inclined to try adventure 
games, hopefully that world that they 
have come to love will be what draws 
them into it.” 

Another all company meeting. Enter 
the Von Trapps, exit the tape-recorder- 
wielding journalist. 

Five minutes later we resumed. 
Kerns continued, “We are often very 
passionate about our games, and the 
reason we wanted to do this is because 
it was a labor of love for the gamers. 
And we do have a mix of RTS and 
adventure gamers here and the RTS 
players seem to be interested in seeing 
an Adventure game based on the Warcraft uni- 
verse...but it’s hard to tell.” 

| think that fantasy RTS and Adventure games 
have quite a large crossover audience, so per- 
haps they’re right. But when we saw this prod- 
uct last year, it was in dire straits. Since then, 
Blizzard hired Steve Meretzky (Hitchhikers Guide 
to the Galaxy, The Space Bar) as a consultant on 
the project, which seemed at that time static, 





didactic and heavy-handed. So far, it appears as 
though the consultation helped. Now, it looks 
like. ..well, Monkey Island in disguise. 

After several more all-company meetings, 
they became tired of ushering me out, so | was 
actually able to sit in on the last one. Alan 
Adham was pleased to announce that the last 
bug didn’t really exist at all, but that a develop- 
er “who will go unnamed,” (but who must have 
been the one rolling on the floor covering his 
face) had not been using the proper data file in 
the most recent test. Hopefully, they didn’t 
lynch him afterward. 

So far, everything Blizzard has touched has 
turned to gold. Will Warcraft Adventures be an 
exception? And if not... then what? Military 
flight sims, here they come. = 
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Electronic battlefields 


Is it the Holy Grail or only a model? 


By Ben Chiu 











By being based on the Flight Simulator 
platform, Microsoft's Spitfire has the best 
chance to date of establishing an Electronic 
Battlefield simulation standard 


he Holy Grail. You know, the cup, used 
7 by Christ and sought by King Arthur 

and the Knights of the Round Table, 
Monty Python, and Indiana Jones, the one that 
promises eternal life? Although many hardcore 
sim-heads correlate the highly coveted 
dynamic campaign to that mystical mug, let’s 
sacrilegiously say it isn’t for a moment. (Maybe 
we'll examine the cracks in that grail some 
other time.) 

In the simplest terms, what's now generical- 
ly referred to as an Electronic Battlefield 
(almost like how Kleenex™( has become syn- 
onymous with tissue) can be summed up as a 
simulation where multiple players can partici- 
pate in a simulated war flying, driving, and/or 
commanding a selection of simulated combat 
machines. You may recall that Falcon 3.0 with 
its MiG-29 and Hornet add-ons was considered 
to be the first title in the “Electronic Battlefield 
Series.” The success of the Falcon series is leg- 
endary, and based on its heritage it’s likely to 
continue to prosper with Falcon 4.0... but we 
won't count our birds before they hatch. 

Years later, Interactive Magic's Apache and 
Hind add-ons made steps in the same direc- 
tion. But whether their iF-76 will eventually link 
with Apache and Hind is unknown (iF-78 has 
roots stemming from iF-22—a totally different 
game engine). The concept of the Electronic 
Battlefield has always been very much part of 
the grand plan according to I-Magic’s “Wild 
Bill’ Stealey. So is the comparative shortage of 
Falcon-esque success due to a lack of a 
dynamic campaign or for some other reason? 

Due to hit the shelves later this year, 
Microsoft's Spitfire won't have a dynamic cam- 
paign, but what it will have a good running start 
at an Electronic Battlefield of its own. Because 
it'll be based on a modified version of the Flight 
Simulator 98 platform, it’s very likely that, with 
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the many, many shareware, freeware and com- 
mercial scenery, aircraft, and utilities out there, 
Spitfire will benefit from an infrastructure that no 
other combat simulation has ever enjoyed 
before. What's so exciting about this is premise 
is this may be the beginning of an Electronic 
Battlefield standard. Of course problems such as 
users creating nine 30 mm cannon-equipped P- 
51Ds must be restricted some- 





Multiplayer capability is, for many, the heart 
of Air Warrior. While most won't argue that a 
dynamic campaign engine can enhance re- 
playability for single players, an Electronic 
Battlefield essentially by definition requires 
more than one player. One could argue that 
the success of Air Warrior is attributable to its 
community of players (more than 120 players 
can play at once). But the counter-argument is 
that Flight Simulator has developed a sizable 
community, yet its multiplayer capability was 
not realized until its latest release. So the fact 
that Spitfire (like Flight Simulator 98) will only 
support eight players can be viewed either 
way. In the end, which factors/features really 
matter? Do low multiplayer platforms benefit 
the most from dynamic campaigns, and mas- 
sive multiplayer capability benefit the most 
from an Electronic Battlefield? Or does some 
other feature such as gameplay or eye-candy 
lead the way? 

Regardless of anyone’s conclusions, it seems 
the longer a sim remains playable (whether by 
virtue of expandability, variations on play, 
human interaction, and/or other feature), the 
more money it can generate. And that, my fel- 
low pilots, is possibly the real Holy Grail for sim- 
ulation developers. With that said, start saving 
your pennies now—there may be several “must 
have” sims out by the end of the year. = 





how, but the possibilities are 
intriguing. On the other hand, 
without a dynamic campaign 
engine is software expandabil- 
ity enough? 

Before everyone gets 
sweaty palms in anticipation 
of what's to come, or before 
anyone draws any firm con- 
clusions about the necessity 
of dynamic campaigns, con- 
sider this: Many of the things 
we've been collectively long- 
ing for can be found in the a 
sim that’s been around near- 
ly, well, (for all intents and 
purposes in the world of 


The Jet Age from AETI, and FSClouds & Textures Pro 
from Flight One (www.flight1.com) are two great 
examples of the scores of aircraft and scenery products 
for Flight Simulator 





technology) forever. That sim 
of course is Air Warrior and 
its subsequent incarnations. 
Although simulation buffs 
may believe the key to 
longevity/re-playability is 
the dynamic campaign, his- 
tory, through Air Warrior, 
shows us otherwise. Perhaps 
that explains why simulation 
developers continue to pur- 
sue the Electronic 
Battlefield? Possibly, but 
there seems to be a third 
factor—human interaction. 


Air Warrior II1—heir of the Air Warrior Empire. Is high 
multiplayer capability or its Electronic Battlefield (we're 
driving the Flakpanzer here) the key to its success? 
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Quake Il 


he Stroggs struck 
T hard at earth, but 

they made one mis- 
take. They left a gateway 
to their world open. 
Human ships pored 
through the portal, bear- 
ing thousands of highly- 
trained Marines on a mis- 
sion of death and retribu- 
tion. But the Stroggs 
were waiting.... Only a 
handful of troopers sur- 
vived the deadly assault 
on Stroggos, the Strogg 
homeworld. You’re one 
of them. Your job is to 
penetrate the 
labyrinthine confines of 
this hell-world headquar- 


Bang, you're dead 








ters, and administer some 

condign punishment. No prisoners, no quar- 
ter, no mercy. Just you and your rocket 
launcher, together again. 

Quake II builds on the success of the origi- 
nal and adds even more bloody excitement. 
The bad guys are smarter, now, and they 
duck, dodge, and ambush you. The levels are 
more complex, more detailed; an action on 
one part of a level may affect what happens 
in another, distant, area. New weapons, like 
the Railgun and Hyperblaster, make fragging 
a delight, and glass-smooth Internet support 
for 32 or more players makes it certain you'll 





Shoot ‘em while they're down 


never run out of someone to gib. 

The original Quake II test demo was out on 
the Internet for several months, but it lacked 
some major options available in the full retail 
version. This is the “official” Quake II demo, 
which contains more options and multi-play- 
er abilities (including co-operative play). 
There are three levels to play, the Outer Base, 
the Installation, and the Communication 
Center. Your primary objective here is to 
establish communication with your com- 
mand ship. But be wary; the Stroggs won't be 
cooperative.... 
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Great Battles of Caesar 


barbarians and taken their leader, 

you've conquered rebellious tribes, but 
you worst hardships are yet to come. Play as 
either Julius Caesar or his adversary, Pompey 
the Great in this tactical war game from 
Interactive Magic. Great Battles of Caesar 
includes nine detailed tactical battles and a 
strategic campaign. It features a unique ini- 
tiative-based command system that portrays 
accurately the great challenges of ancient 
warfare. With historically accurate troops, 
tactics, and beautifully detailed artwork, 
Great Battles of Caesar is a highly addictive 
war game. 

The battle of Dyrrhachium is included in 
this demo. You may play as either Caesar or 
Pompey. Pompey has the upper hand in the 
beginning, as he catches Caesar by surprise, 
but Caesar's reinforcements arrive during 
turns two and three, and the great man him- 
self arrives at the start of turn four. 

Also on the CD are demos of the first and 
second titles in Interactive Magic's series of 
ancient war games, Great Battles of 
Alexander and Great Battles of Hannibal. 
Great Battles of Alexander takes you back in 
time to live out one of the most spectacular 
military campaigns in history. Take com- 


Y': are Julius Caesar. You've crushed 


[clockwise from top] Great Battles of Caesar; 
Great Battles of Alexander; Great Battles of 
Hannibal 


Place the CD disc in your CD-ROM drive. The disc will autoplay. If it fails to do so, right click on your CD-ROM icon (located in 


“My Computer’) and select OPEN. Double-click the “Install” icon. 


mand of the armies of Macedonia, and 
crush Kings and Pharaohs to become one of 
the greatest military leaders throughout 
time. Or, if you'd rather, try and thwart 
Alexander's conquests as Darius, Memnon, 
Clitus, and other military commanders of 
the time. The demo includes one battle; the 
full retail version of Great Battles of 
Alexander includes ten individual battles 
and one campaign. And if you'd like to chal- 


lenge a friend in ancient warfare, you may 
do so over modem, LAN, or the Internet. 

Then, take control of the armies of 
Carthage in Great Battles of Hannibal. 
Travel through Spain and over the 
Pyrenees and the Alps, and into Rome 
itself. Or, fight for Rome, and challenge the 
Carthaginian invader. One battle is includ- 
ed in this particular demo, while the full 
game features eleven. 
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Windows 95, 90MHz Pentium or higher, 16MB RAM 
Interactive Magic - www.imagicgames.com 
Technical Support: 919-461-0948 


CGCD ROM INSTALLATION INSTRUCTIONS 


Still having problems? Send a description of the problem along with your system configura- 


tion to cgedtech®cdmag.com, or mail a letter with the same information to the address 


below. If you have a defective CD-ROM, a replacement can be obtained by sending the origi- 


nal CD to: 


Place the CD in your CD-ROM drive and choose File, Run from the Program Manager. Type “D:\INSTALL,” where D: is the 
letter of your CD-ROM drive, and press ENTER. Follow the instructions on screen. After installation is complete, 


double-click the created icon to start. 


Computer Games 
2Millet St. 
Richmond, VT 05477 
ATTN: CO replacement 
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Battlecruiser 3000AD 


Yaw left/right 

Pitch up/down 

Roll left/right 

Switch to VIOL/HTOL 
Increase/decrease thrust 
Thrust factor 

Hyperdrive jump factor 
Full stop 

VTOL up 





Retro-rockets/VTOL down 


Quit to DOS 
EAR et 
SVGA/VGA graphics toggle 

SVGA mode 


fer*4) (22) calibrate joystick 
fer?) Pause 
(Ay (A) Accelerate/decelerate time 
iu St RT a St) 


Increase/decrease volume 


Weapons on/off 

Weapons selection menu 

Radar target mask 

Electro magnetic disruptor jammer on/off 
Cloaking system on/off 

Passive target acquisition on/off 


Fire main laser 





Fire missile 

Increase/decrease main laser intensity 
Increase/decrease PTA turret intensity 
Cycle missiles and mines 


Main laser decouple on/off 
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Increase/descrease visibility 





DOS, 133MHz Pentium or higher, 16MB of RAM, 2X 
CD-ROM (for partial install) 

3000AD + www.bc3000ad.com 

Technical support: support@bc3000ad.com 





3000AD, has made a version of the game available for free. The 

original release of the game, published by Take 2 Interactive, 
was almost universally panned, but was it flawed in concept, execu- 
tion or both? Even Smart would agree with the “execution” prob- 
lem, admitting in his lengthy press release that “as a gamer, | would 
be livid if | had bought [the game] back in 1996.” 

Smart said the reason he is making the latest version of the game 
available for free is because he wants gamers to see the final product. “I 
want the world, to see what it is | envisioned, what it is | created and 
what it is, | have been slaving on for these long years,” Smart wrote. 
“With the pending release of v2.0, they can then make up their minds as 
to whether or not the title or any incarnation thereof, is worth getting.” 

The game itself, which has been overshadowed by innumerable 
online flame wars between Smart and Take 2, the press and the pub- 
lic, is an incredibly detailed space simulation. A free-form game a la 
the original Elite, you command a battlecruiser, an enormous craft 
with a full crew and additional small fighters you can take into com- 
bat or use to venture on planet surfaces. The game has an obsessive 
amount of detail, an unwieldy interface and a steep learning curve. 

While we do not condone the decision to release what was clearly 
an incomplete product, we feel that you will be interested in seeing 
just what all the hubbub is about. So try the game and see if it 
indeed is “The Last Game You'll Ever Desire.” 


D erek Smart, designer and lead developer of Battlecruiser: 
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TTD toggle 

Engage orbital profile 
Increase/decrease shield 
Full shield 

Shield off 
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Request docking clearance 

Evacuate ship 

Request tow ship 

Commlink communications computer 
Logistix engineering computer 
Miscon computer 

Navitron Navigation computer 
Config configuration computer 
Perscan computer 


Roster computer 


Tactical combat operations computer 
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Tacops tactical strategic operations computer 
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TACSCAN on/off 

Designate fatal target 

Active/passive radar scanning 
Single/multiple target acquisition mode 
Capture target in tractor beam 

Select closest attacker to current target 
Select closest attacker 


Select closest enemy target 
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Select previous/next target 
Select nearest target in line of sight 
Select next/previous target in current class 


Clear current TASCAN target 
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Match current target's speed 


fy) (rt)(E) CVD on/off 
View VIEW CURRENT PERSON IN VIDEO LINK V 
Personnel video on/off 
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... You will have a plan. © 


You,will be wrong. You will love your troOps. you wit curse their names. 


You will hesitate. Yo U wi ! pa ni ic will attempt the impossible» wil pull it off 
Youwill pay the prise: You will face your fear. 


You will act on instinet VQ Uy will e ye) It You will ask for a second chance: 


ou will know what it is to command. 


You are in command of Zulu Company of the ist 
Davion Guards. On the planet below, twelve MechWarriors® 
await your orders, each voice a reminder of what’s at stake. 
Each decision you make, each parry and feint, bears 
consequence. You hesitate and the recruit you 
nurtured into an experienced MechWarrior is 
lost. His death is a stunning blow. The calls for 
backup, the missile impacts, the ammo bay 
explosion, and the scream as the pilot ejects. & 
All play loud and clear. : be 
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Select previous target 
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Center view 
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Return view to player's tank 





Exit the sim 


Accelerate 
Left 

Right 
Brake 

Up gear 
Down gear 


Turbo 





Signal 


otorcycle racing titles have become 
more and more popular lately, and Ubi 
Soft has jumped on the bandwagon. 


The latest bullet-bike racer to come into the 
spotlight is Red Line Racer. Sporting graphics 
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Panzer Commander 


or machine gun [ifin machine gunner view] 


Fire coaxial machine gun (if present) 


Center turret and release tracking 


Select target centered in the gun sight 


Change view to next platoon vehicle 





Red Line Racer 





variety of titles, and now they've 

delved into tank warfare. Panzer 
Commander is an in-depth tank sim- 
ulation that takes place during the 
Second World War. The player can 
control tanks from either the German 
or Allied sides, and can play selected 
missions or choose to go through 
one of six campaigns. The outcome 
of the missions determines the play- 
er's course through a campaign. The 
more successful a player is, the more 
power he or she will receive, control- 
ling more and more tanks. 

Panzer Commander 
includes a highly 
accurate physics 
model, and a huge 
variety of terrain, 
such as hills, dunes, 
plains, stonewalls, 
hedgerows, cliffs, 
rivers, different build- 
ings, and also differ- 
ent seasons. There 
are several different 
multi-player options 
to choose from, 
including capture 
objective or destroy 
the enemy (death- 
match) for up to six 
players. Players can 
even command pla- 


S SI has always produced a broad 


Windows 95, 133MHz Pentium or higher, 
16MB RAM 

SSI > www.ssionline.com 
Technical Support: 408-737-6850 





toons against one another. The demo 
includes two scenarios, one German and 
one Russian. For the German scenario you've 
been separated from your unit, and the 
enemy has broken through your lines; you 
must get past the enemy to meet back up 
with your unit. In the Russian scenario, your 
company has been annihilated, but you 
must press on and reach a factory to the 
north. Each scenario is about fifteen to 
twenty minutes long. Multiplayer mode is 
not available in the demo. 





Storm across the countryside 





that challenge even Moto Cross 
GP's eye candy, Red Line Racer is 
truly stunning to look at (pro- 
vided you've got the PC muscle 
to run it). The complete version 
of Red Line Racer includes ten 
different tracks, eight different 
super bikes, and six unique 
environments. There are sixteen 
male and female characters, 
along with three gameplay 
modes and three difficulty lev- 
els. Race alone, or with some 
buddies over the Internet, LAN, 
or modem (up to eight players). 











This demo includes one course 
(Tudor Hill), and allows you to choose from 
two different bikes, the Fire Star X35 and the 
Avanti, each with it’s own handling and 
speed characteristics. After you've finished a 
race, you can also watch a cinematic replay of 
it from start to finish. Multiplayer options are 
not available in the demo. 


Windows 95, 133MHz Pentium or higher, 
16MB RAM 


Ubi Soft  www.ubisoft.com 
Technical Support: 514-490-0887 
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Tired of a slow connection when you’re playing your online games? MindSpring offers a fast, 
reliable connection to the Internet - which means you'll spend more time playing, not waiting. 


With MindSpring you get a full suite of software, a top-rated browser, and: 


¢ Free 24-hour award-winning technical support 

¢ 56k connection available in many areas 

¢ Flexible pricing — from $6.95 to $19.95 a month for unlimited access 
¢ Local phone access to Internet in over 320 cities 

eA no risk, 30-day money back guarantee 











MindSpring 


Internet Services 


Call toll-free 


888-677-7464 
(888-M-SPRING) 
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*Must mention ad when calling ing Enterprises, Inc. 
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For more information, check out www.sierra.com and www.swat2.com 
(©1998 Sierra On-Line, Inc. (r) and/or TM designated trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007. All rights reserved. 
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Heavy Gear 


hen Activision lost its FASA license to 
W MicroProse, it went out looking for 

something new, with equal or greater 
draw, for its next big robot simulation. What 
they found is Dream Pod 9’s Heavy Gear. 

The plot to Heavy Gear is long and 
detailed, outlining the history of Mankind as 
it unfolds through to the 59th century. The 
Earth, it seems, goes through many changes, 
starting with a second glacial ice age in the 


(jem) Throttle 
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(+) Aim Up/Down 
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Entr,) Advance Weapon 
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Windows 95, 90MHz Pentium or higher, 
16MB of RAM 


Activision * www.activision.com 
Technical Support: 310-255-2050 





25th century. Over the next few thousand 
years, it enters into a dark age, plagued by 
religious crusades and endless, futile wars. As 
we enter the fifth millennium, the glaciers 
start to recede, and a gravitational disconti- 
nuity (known as the Tannhauser effect) is dis- 
covered near Pluto. The effect results in gate- 
ways to other parts of the galaxy. 
Tannhauser’s findings re-write modern 
physics as we know it, and spur the cre- 
ation of faster than light space travel. 
Mankind starts to explore space with 
more vigilance, using these gateways to 
discover earth like planets and coloniz- 
ing them. 

Heavy Gear focuses on Terra Nova, 
one of the first planets to be colonized. 
The colonies are paid for entirely by 
Earth’s taxes, and soon, angry over a 
lack of self-sufficiency and high expens- 
es, Earth ends the financing. Terra Nova 
has further problems, with small wars 
breaking out between its city-states. 
Soon, the city-states consolidate into 
two warring factions, the Allied 








Get your Gear and go 





Southern Territories (AST), and the 
Confederated Northern City States (CNCS). By 
now, Earth has decided to reconquer it’s 
colonies, but fail to take Terra Nova when the 
two factions combine to defeat the invading 
Earth forces. This alliance soon fails, bringing 
Terra Nova once again to inter-polar war. 
War means Heavy Gears, armored behe- 
moths equipped with awesome weapons. 

The full game includes 16 Heavy Gears to 
choose from. In this demo you are a CNCS 
soldier, and you're aboard the landship 
Vigilance, which has been commisioned to 
guard the border against encroaching south- 
ern forces. Your first mission is to advance on 
and destroy a GREL outpost near the border. 
The second is to rescue a fellow soldier, with 
whom you've lost contact. 





Spec Ops 





This ain’t Doom 





become a huge part of computer gam- 

ing in the last few years. There’s been a 
3D shooter for every theme under the sun, 
but for some reason few games have used 
realistic military operations as a model. 
Zombie has decided to fill the void with 
their shooter based on an elite US military 
force, the Army Rangers. However, Zombie is 
aiming for a little more than just 3D shooter 
action. They've implemented strategy and 
tactics used by the special forces. Your 
objective is to control your team of Rangers, 
and lead them into combat to complete cer- 


P irst person action shooters have 


Windows 95, 166MHz Pentium or higher 3Dfx 
based video card, 16MB RAM 


Zombie * www.zombie.com 
Technical Support: 206-223-7065 





tain mission objectives. You can jump from 
ranger to ranger, while still giving orders to 
the others. There’s a large variety of different 
weapons and tools that the player can utilize 
to get through each mission, such as a glob- 
al positioning system, night vision goggles, 
frag grenades, and a slew of other weapons. 

The demo consists of one phase of one 
mission. Your task is to track down two 
enemy trucks, destroy them, then find the 
enemy outpost and take out their commu- 
nications. The woods are full of enemy sol- 
diers, so you'll have to tread lightly. After 
you've dispensed with an enemy, run over 
to him and loot his weapons and ammo. 
You'll need extras when you finally assault 
the enemy's small radio outpost. You can 
choose two of three types of soldiers to 
accomplish your mission, including a rifle- 
man, a grenadier, and a machine gunner. 
There is a time limit, so don’t spend too 
much time admiring the scenery, and 
remember to give yourself a second or 
two for your soldier to take aim (essential- 
ly a second for the auto aiming to zero in 
on an enemy). 
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(===> Top-notch 3D graphics showcase cities, 
scorched terrain, real-time lighting effects, 
and the AH-64A Apache combat helicopter. 


(===> Test your combat skills in two full 
campaigns and 18 stand alone missions; 
mission editor provided for extended 
gameplay. 


(===> Interactive flight environment registers turbulence from 
explosions, blasts, and other aircraft - support for force 
feedback joysticks included! 


(====> Manage your team of ace pilots! 
Options include skill ratings, fatigue 
and morale management, recruitment, 
and courts martial. 


(===> Training mode with instructor feedback, 
adjustable difficulty settings, and 
easy/advanced flight models will get 
you in the air fast. 


(== Supports both head-to-head and 
cooperative multiplayer for dogfights 
over the internet, on a local network, or 
modem to modem against your buddy. 


Armed to the teeth 2 — 
anel cressed to lea] iuiel [eewe| MNOS cae 


©1998 Simis Holdings Ltd. All rights reserved. Team Apache is a trademark 
of Simis Holding Ltd. used under license by Mindscape Inc. www.teamapache.mindscape.com 
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Amazons: Cyborgs: Death Cultist: Trailer Trash: 
Stunningly gorgeous... Only 50% organic... One foot in the grave, Live wild an’ die hard 
absolutely deadly! 100% killing machines! finger on the trigger! Shotguns fully loaded! 


OUTRAGEWNS gaming Fun 


in The Wastelands of The) Future! 





== Play any of SIX Tribes: Enforcers, Bikers, Trailer Trash, Death Cultists, Cyborgs and Amazons — 
With or against your friends or the cunning computer! 


"= Multiplayer features — Head-to-Head, Network, and Internet play! 





== Play the many Preset Scenarios or a full Campaign Game — Fight across dozens of 
battlefields! 


== Full-function scenario/tribe editor — Create your own warriors and battle scenarios! 


wee 
Coming to Software Retailers World Wide in May 1998! Reserve your copy today! TALONSOFI 
Call (410) 933-9191 or visit our web site at www.talonsoft.com ©Copyright 1998 TalonSoft Inc., P.O. Box 43730, White Marsh MD 21236 


could almost call it a war game. It sim- 

ulates one of the most competitive, 
destructive, and diabolical struggles known 
to man—the struggle of corporate busi- 
ness. A multiplayer, real-time strategy 
game with the cut-throat businessman or 
woman in mind, Entrepreneur has all the 
tricks, back-stabbing choices, and strategic 
play you'd expect to see in the real world. 
Start a company and conquer world mar- 
ket. Manufacture and market new tech- 
nologies in the global business arena, while 
trying to fend off your competitors. You 


E ntrepreneur is a strategy game, but you 





Entrepreneur 


have to produce products, make them 
faster, cheaper, better, and more reliable 
than your competition, then bring them to 
as many consumers as possible. Stardock, 
the creator of Entrepreneur, has put a lot of 
effort into the Al to make this game as 
challenging as possible. Of course, if you'd 
rather compete against real humans from 
around the globe, Stardock has a free on- 
line Internet service. 

In this demo you may only be a laborer 
(manufacturer), whereas the full version 
allows you to be an Engineer or Marketer. 
You may also only play the computer mar- 


Setting up your factory 





Windows 95, 486/DX 100 or higher, 16MB RAM 
Stardock Systems + www.stardock.com 
Technical Support: 313-762-0687 





ket, whereas the full version lets you 
expand into other markets such as the 
automobile industry and soft drink indus- 
try, just to name a few. Even with some of 
the full game’s elements missing, this 
demo should give you a good idea of the 
exciting, cut-throat gameplay you can 
expect from the retail version. 











Economics 101 








Last Bronx 


ver since the release of Virtua Fighter, 
a Sega has been on the cutting edge of 

the fighting game genre. They continue 
this excellent tradition with Last Bronx, a 
street gang fighting title with weapons. The 
bloody battles take place in eight different 
locations in 
Tokyo, with actu- 
al scenery from 
the city. There are 
also eight differ- 
ent fighters to 
choose from, 
each with his or 
her own unique 
personal 
weapons. Play 
solo, or head-to- 
head over LAN, 
modem, or serial 
link. The demo 
includes two 
fighters, Lisa and 
Yusaku, and one 
fighting arena. 
Try using differ- 
ent attack combi- 
nations, you 


Fight, kill, maim 


might be surprised at what your fighter is 
capable of. You may also change many of 
the fighting variables, such as the strength 
of each fighter, how many victories it takes 
to win a match, and whether or not health 
can be rejuvenated. 














Windows 95, 90 MHz Pentium or higher, 
16MB RAM 


Sega * www.sega.com 
Technical Support: 1-800-USA-SEGA 
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latest industry news 


and rumors, be sure to 
stop by our web site at 
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The People vs. Ultima Online 


Non-virtual litigation casts a pall on Origin’s virtual world 


n March 6, 1998, a class-action lawsuit 
O:: filed against Electronic Arts and 

Origin regarding Ultima Online. The 
complaint was filed in the Superior Court of 
California in and for the County of San Diego by 
attorney George Schultz on behalf of five plain- 
tiffs: Ken Hinther, Allan Bennett, Shane Benson, 
Theodore Allan, and Carlos 


as a hard-core gamer who buys more than 100 
games per year and has four computers net- 
worked together in his den. He said his gaming 
days began with Pong, and he has collected vir- 
tually every gaming machine that has come out 
since. And unlike his baseball cards, he hasn’t 
made the mistake of throwing out the machines. 


an impact on the industry. Schultz said he bets 
that developers and publishers are talking about 
the lawsuit. However, he’s also emphatic that 
their goal isn’t to dictate how game companies do 
their job. “We are not trying to tell them how to 
design a game,” he said. He described the com- 
plaint as “a message to the industry to behave 
like the rest of us and do what 





Royal. The suit seeks damages 
from Origin and Electronic Arts 
(Origin’s parent company) for 
alleged breach of contract, 
intentional misrepresentation, 
negligent _misrepresentation, 
negligence, breach of war- 
ranties, and other charges. 

At the center of the lawsuit is 
Ultima Online, Origin’s online 
role-playing game launched late 
last year. A persistent virtual 
world, Ultima Online was cov- 
ered in the media as one of the 
major advances in the growing 
online gaming industry. 
However, the game has also 
been embroiled in a fierce 
debate since the end of the mas- 
sive beta test. Complaints over 
lag, bugs, lopsided gameplay 
mechanics, player killings, and 
other issues have been discussed 
in the media and various online 
newsgroups and forums. The 
lawsuit represents the first legal 
action anyone has taken regarding the game. 

Upon being contacted about the suit, Schultz 
said that the lawsuit is simply about a matter of 
disclosure. Or, more aptly, the alleged lack of dis- 
closure on Origin’s part. The crux of the com- 
plaint has to do with the wording on the Ultima 
Online box that players see in the stores. To 
Schultz, the box makes promises that Origin does 
not keep to gamers. 

If this sounds a bit like a consumers rights cru- 
sade, it’s probably thanks to Schultz. Describing 
himself as a civil lawyer who specializes in “little 
guy versus big guy litigation,” Schultz is not your 
typical lawyer, something he readily admits. 
Outspoken, frank, and open, he describes himself 
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you say you're going to do.” 

A few days after the suit was 
filed, Origin issued a statement 
regarding the lawsuit. The com- 
pany would not comment on the 
suit, but did say the following: 


Even though portions of the 
complaint and accompany- 
ing commentary have been 
widely distributed on the 
Internet, neither EA nor 
Origin has been served or 
provided a copy of any com- 
plaint by plaintiffs. While 
we are troubled by these tac- 
tics, we are confident that 
our customers and loyal 
fans will not draw hasty 
conclusions and will keep 
an open mind with respect 
to the facts. 

Origin has become an 
industry leader through 
innovation. Our products 











“I can literally open a computer museum in my 
garage,” he said. 

Schultz said he became involved with the case 
while playing Ultima Online and encountered 
posts from players complaining about the game 
and claiming that EA and Origin were violating the 
law. Intrigued, Schultz introduced himself as 
lawyer. That eventually led to the lawsuit being 
filed earlier this week. As a gamer, he said he’s 
amazed at some of the bug-ridden products the 
industry produces given the amount of money 
game companies have to work with. 

“I really think whatever happens, this is a 
major issue going beyond Ultima Online,” he 
said. Already, he believes the complaint has had 





consistently stretch the 
boundaries of creativity to provide new 
worlds for exploration. We are proud of the 
accomplishments of the Ultima Online team 
and their efforts in developing and operat- 
ing the most complex, massively-multiplay- 
er online world ever created. Origin contin- 
ues to dedicate tremendous resources to 
maintaining the quality of the experience 
loyal players expect and to supporting the 
ever-evolving universe of Britannia. 
Origin and EA appreciate the support 
expressed recently by customers, fans and 
fellow software developers. 


Computer Games Strategy Plus obtained a copy 


of the suit and upon examining it, several impor- 
tant questions were raised. For example, the com- 
plaint states in Paragraph 26 (which is repeated 
several times throughout the lawsuit) that: 


The Defendants falsely and fraudulently 
represented that Ultima Online did not 
require a $10 monthly subscription fee 
separate from a player's Internet connec- 
tion fees. The Ultima Online packaging 
stated only as follows: “Internet connectiv- 
ity required to set up your Ultima Online 
player account. A monthly service charge 
is applicable after your free trial period 
ends. If you do not have Internet access, 
ATET Worldnet service is included with 30 
days free Internet access.” These state- 
ments are false, and the true facts are that 
ORIGIN did not indicate that there would 
be a monthly subscription fee to use the 
game and a monthly fee for internet use. 
Nor did they indicate that the monthly 
subscription fee would be $10 per month. 


Moreover, Paragraph 27 of the complaint states: 


Defendants falsely and fraudulently indi- 
cated that Ultima Online did not require 
possession and/or use of a credit card by 
its participants. 


However, a copy of Ultima Online in CGS+'s 
possession has different wording on its box. 
While there was no mention anywhere of a $10 
monthly fee, the box did have on the bottom 
panel the following: 


Internet connectivity and major credit 
card required to set up your Ultima Online 
player account. A monthly service charge 
is applicable after your free trial period 
ends. Visa, MasterCard, American Express, 
and Discover cards welcomed. If you do 
not have Internet access, ATET Worldnet 
service is included with 30 days free 
Internet access. 


Additionally, there is large wording next adja- 
cent to that statement that says: 


Valid credit card required for game installa- 
tion. Internet connectivity required to play. 


When asked about this discrepancy, Schultz 
said that there’s apparently two different boxes 
in circulation; one with the credit card wording, 
one without. 

“The boxes from the people we had purchase 
the game does not have that [credit card 
required] label you have,” he said. He added that 
he has heard from many gamers online who have 
either had the credit card wording on their boxes 
(and accused Schultz of being a liar) and from 
gamers who did not have the wording on their 
boxes (and subsequently came to Schultz’s 
defense.) “From what we've been lead to believe, 
the vast majority of the boxes did not have the 
label,” he said, adding he did not know why 
Origin has two different boxes. Schultz said that 
he is aware of players who bought the game 
under the impression that they didn’t have to pay 
a monthly fee. “They thought they got online, 








they got Worldnet, got a free month, and got to 
play Ultima Online,” he said. 

When asked whether he may have been con- 
fusing the Charter Edition of the game (which 
came in a larger box) with the regular edition. 
Schultz said he had a copy of the regular edition 
of the game without the credit card label and 
faxed CGS+ an image of the box’s requirement 
panel which verified his claim. 

Another of the complaint’s main points is cov- 
ered in Paragraph 23: 


Defendents falsely and fraudulently repre- 
sented that the game Ultima Online would 
be playable “24 hours a day, everyday.” The 
true facts are that Ultima Online servers 
break down daily for hours at a time on a 
daily basis and Ultima Online cannot be 
played 24 hours a day everywhere. 


Schultz said that the servers for Ultima Online 
break down all the time and that the game is not 
playable 24 hours a day, everyday. When asked 
whether he accounted for Origin’s routine main- 
tenance on the servers (the schedules of which 
are posted on the official Ultima Online site at 
www.owo.com), he said that the downtime goes 
far beyond routine maintenance. Still, he main- 
tains that if Origin has disclosed on the box that 
the game might not be playable 24 hours a day, 
everyday, this would not be an issue. “It’s a sim- 
ple matter of disclosure,” he said, “if it’s not true, 
don’t say it.” 

Then there’s Paragraph 24, which deals with lag: 








Defendants falsely and fraudulently 
represented that the game could be played 
in real time. The true facts are that “lag” 
time exists, and it can take minutes for a 
command on the keyboard or mouse to be 
implemented on the screen. 


Schultz was asked whether the lag players 
encountered could be attributed to the overall 
slowness of the Internet. While he did say this 
enters into the equation, he added that much of 
the lag players encounter on Ultima Online 
goes far beyond the regular lag that occurs on 
the Internet. 

The complaint alleges that Origin knew about 
all these problems, but still published the game. 
“For virtually every problem we allege in the 
complaint, I can point you to beta testers’ reports 
(that were sent to Origin),” he said. And, accord- 
ing to Paragraph 31 of the suit, if the plaintiffs 
“known the actual facts, they would not have 
[bought the game].” 

So what’s next? According to Schultz, Origin 
has 30 days to respond after they’re served 
(which they had not done at press time). In the 
meantime, he plans on issuing subpoenas and 
gathering information for his case. He has also 
filed a peremptory challenge against the current 
judge hearing the case. While he could not dis- 
cuss the reasons for requesting a different judge 
for legal reasons, he did say that California law 
“gives each party a right, without giving a reason, 
to object to one judge.” 

As for Ultima Online gamers, they'll just have 
to content themselves with playing their game as 
the lawsuit meanders its way through the legal 
system. —Jason Ocampo 
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Like the U.S. Army Rangers, SpecOps: Rangers Lead the Way isn’t for lightweights. It’s intensely real, with motion-capture technology, photorealistic textures, stunning 
outdoor 3D environments and actual ambient and weapons sounds. Your missions range from blowing up SCUD bases in North Korea to rescuing hostages in Afghanistan. You 
might even receive a medal. But that’s not why you signed up. You joined to uphold the honor of the Rangers and your country. So let's go, soldier. Your country needs you. 
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Chaos Gate 


Down ‘n’ dirty in the Warhammer 40,000 universe 


5 WARHAMMER FANS (OF 
©) all the flavors of Warhammer) are a 
pugnacious lot; one can almost imagine 
them pounding the tables like the Orks of their 
favorite universe, demanding “More WAAR- 
RGGHH!” Over the last several years we've seen 
a number of games that cover Warhammer con- 
flict at a slightly higher level, that of, say, squads 
or platoons but nothing since Space Hulk has 
really covered the universe at the scale of indi- 
vidual troopers. SSI and developer Random 
Games aim to address this lack with their 
upcoming Warhammer 40,000: Chaos Gate. 
The game is based on a third generation turn- 
based, squad-level tactical game engine Random 
games first developed for New World’s Wages of 
War and more recently expanded for SSI’s 
Soldiers at War. While you can see a few hints of 
the game’s heritage here and there in the pre- 
beta SSI showed us (for example, the trooper- 
equipment screen), the engine is getting a fairly 
extensive rework, both in terms of gameplay 
(necessitated by the move to the 40K setting) 
and graphics. 
Like it’s predecessors you get to build a squad 





of (in the current build) up to 
a dozen Ultramarines from a 
possible selection of 30-50, 
each of whom has his (or her?) 
own strengths and capabilities 
(factors that may change as 
the Marine goes through com- 
bat). You then take these 
Marines through the 18 linked 
series of the campaign (work- 
ing through it reveals the 
Chaos Marines’ plot), or you 
can go off on random missions 
to get “items of power” (read: 
good weapons) or to build up 
your squad’s experience. Once 
through the campaign you can 
use a mission editor to design 
more single missions, or play 
with up to three other people 
via the Internet or a LAN (in multiplayer you can 
also play from the Chaos Marine perspective). 
New to this Random Games engine is the 
ability to control vehicles, including things like 
Predator tanks, Rhino APCs, Dreadnoughts, and 


—John Carmack dropped a bombshell when he announced that id was work- 
ing on a third Quake game. Details are sparse, save for the game will use a new graphics engine 


and will absolutely require a hardware accelerator... 


—Rand and Robyn 


Miller, the brothers responsible for creating Myst and Riven, are no longer a team. Robyn Miller left 
Cyan to found Land of Point, which will mainly be a film company. Meanwhile, Rand Miller will continue the family business... 

—The Learning Company purchased all of Pearson plc’s stock of Mindscape for 
$150 million. On top of that, The Learning Company also got Strategic Simulations, Inc. 


Hexplore 


(SSI), which is a division of Mindscape... 
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The Marine outfitting screen is one of the places where the title’s 
Random Games heritage shows through 


others. Typically Warhammer 40K-esque 
weapons will get a splashy treatment; just a few 
that are planned are missile launchers, lascan- 
nons, flamers, Psyker effects (SSI promises “a 
full Psyker combat system”), and vortex 
grenades. —Scott Udell 

Warhammer 40,000: Chaos Gate + SSI 

Windows 95 


—Interactive Magic signed 


designer Trevor Chan (Capitalism, Seven Kingdoms) to a five-year publishing deal... 


Point and click RPG-ing, French style 


I-MOTION IS _ BEST 

known for Alone in the Dark, but 
they’re looking to expand their audience 

with their new action/adventure RPG Hexplore. 
Featuring a three-quarters isometric view and 
3D-looking two-dimensional maps (a la 


Diablo), the character graphics are improved 





Note the detail of the improved voxel graphics 


COMPUTER GAMES 


voxels. Players (there can be up to four 
over a network or the Internet) control 
typical fantasy RPG characters—your 
basic fighter, magic-user, thief, or 
archer—using a simple point and click 
interface. While most functions have 
keyboard equivalents, the game is pri- 
marily mouse-driven. 
Movement and combat 
resemble Warcraft II, 
with more options for 
players interested in a 
more “strategic” 
game. Players can 
assign different com- 
bat modes to their 
characters, so that 
archers and mages 
stand back while brawlers 
close in for the kill. 

The final game will have 10 
levels and some 200 different 
maps, each of substantial size; 
terrain sets vary from deserts 
to forests to traditional dun- 
geons. The maps can all be 
rotated using the right mouse 
button. Characters can advance 


It’s dark in the dungeons...but more colorful (if less 
atmospheric) than in Diablo’s lair 





through up to 10 levels of experience, and there 
will be different types and levels of weapons as 
well. Though it resembles Gauntlet in appear- 
ance (a producer admitted they had actually 
had to remove some elements when Infogrames 
failed to get the Gauntlet license), Hexplore 
plays more like an RPG than a pure action 
game. Look for the game sometime around 
June. —Robert Mayer 
Hexplore « Infogrames * Windows 95 
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Outcast 


Third-person 3D adventure in a parallel world 


+ IF MORE PROOF WERE 
Cc) needed that genre definitions are blur- 

ring, consider I-Motion’s Outcast. To be 
published by Infogrames sometime around 
September, this is a 3D action adventure some- 
what reminiscent of I-Motion’s earlier Alone in 
the Dark games, but more epic and much more 
colorful. While it looks something like an non- 
accelerated high-resolution version of Tomb 
Raider, Outcast places a lot more emphasis on 
problem solving, exploration, and story devel- 
opment than the Eidos title. Combat does hold 
true to action game standards, but requires 
more thought; many characters in the game 





Cutter (that’s you) and his trusty steed 





world have to be talked 
with, not perforated. The 
plot involves alternate 
universes, strange cul- 
tures, vanished acquain- 
tances, and exotic ani- 
mals (including some 
critters that make excel- 
lent steeds for land or air 
travel). The action 
unfolds both indoors and 
outdoors, and some of 
the interior levels in par- 
ticular are looking sharp. 

In beta form, the game 
boasts impressive graphic 
detail and variety, though 
the decision not to sup- 
port 3D acceleration may 
be tough for some gamers 
to swallow. I-Motion 
expects the gameworld to 
be dynamic and alive; 
indeed, in the version we 
saw, denizens of the par- 
allel world went about their daily business, and 
some even got into a fight over the last remain- 
ing piece of fruit at a vendor's cart. As planned, 
there will be many levels of equipment and 


—Acclaim said it is developing games based on Comedy 
Central's cult show, South Park. The adventures of the foul-mouthed 8-year olds will hit PCs and 


consoles in 1999... 


—Paramount acquired the film rights to Tomb Raider. 


The studio then announced plans to produce a live-action movie based on the game. Eidos CEO 
Charles Cornwall will serve as executive producer, while veteran producers Lawrence Gordon and Lloyd Levin will produce. Gordon and Levin have 





Cutter again, this time in the woods 


weapons for the player (this is a solo game) to 
find and improve, and a detailed story to unrav- 
el. Outcast will require at least a 166MHz 
Pentium, with even faster MMX machines recom- 
mended for best performance with the game’s 
24-bit graphics. —Robert Mayer 

Outcast * Infogrames * Windows 95 


Total 


produced movies such as Die Hard and Boogie Nights... 
Annihilation designer Chris Taylor left Cavedog to pursue other opportunities. Cavedog said it 
wished Taylor lucked and announced it will “continue evolving” the Total Annihilation series... 


World Cup 98 


Licenses and titles and sequels, oh my 


HOT ON THE HEELS OF 
the award-winning FIFA: Road to the 
World Cup 98 comes World Cup 98, which 


y 


focuses the all-encompassing FIFA series on the 
world’s biggest prize, the World Cup. It features 
all 32 teams competing this year, plus eight addi- 
tional and 16 “classic” teams, as well as 10 World 
Cup stadiums. 

EA Sports touts a new Compression Touch™ 


Germany \ 
48% 8 | 


The graphics still look as amazing as ever 
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technology for “faster gameplay and 
speedier reaction to user commands.” 
(Translation: “We tuned the gamepad 
controls.”) They've allegedly reworked 
the goalie AI (and hopefully squashed 
the catch-up bug that plagued FIFA 98) 
and added a handicapping system to 
balance out games between mis- 
matched opponents (no more 15-0 
“Barundi vs. Brazil” matches). The 
users can now control four “real time 
game tactics” and offsides logic has 
been “enhanced.” (Translation: “We 
finally found and fixed a bug.”) A 
“Classics Mode” allows you to replay 
eight historical World Cup matches, 
though for some reason it’s only avail- 
able to players who win the World Cup. 
The game will feature multiplayer sup- 
port for up to eight players via a modem (four per 
PC) and 20 players on eight networked PCs. 
Other than these few new features, it’s still the 
same FIFA we've come to know and love over the 
years. Whether it’s just a re-badging of an exist- 





Expect loads of “official” World Cup advertising 


ing product or another “Sports Game of the 
Year” contender will only come to light when the 
product hits stores on May 19th (that would be in 
1998 for the deeply cynical). —Steve Bauman 
World Cup 98 « EA Sports * Windows 95 
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New HIGH Cotor GrapPHics CHALLENGE YOUR FRIENDS 
IN 8 AND 16 Bit. To MUuLTIPLay. 


Your Challenge Is To Seize Control Of Dune. 
Lead one of three houses — the noble Atreides, the ruthless Harkonnen, or the insidious Ordos — 
with gallant leadership, cunning tactics, and military prowess to win the Emperor's challenge. 


Only one house will prevail to claim the planet Dune and its precious resource, the Spice Melange. 


Real Time Strategy Created for the Faithful... 


Coming Soon To Retailers Everywhere Or Call 1-800-874-4607 
DUNE" and ©1998 Dino De Laurentiis Corporation. Licensed by Universal Studios Licensing, Inc. ©1998 Westwood Studios, Inc. All rights reserved. www.westwood.com 
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Fighting Steel 


At the sunset of the big guns 


(iG ~=FANS OF NAVAL WARFARE 
would probably agree that there are two 
periods regarded with particular fond- 
ness—the height of the age of sail (late 18th 
and early 19th centuries) and the reign of the 
battlewagons, which hit its zenith and saw its 
swan song during World War II. SSI, who’s paid 
quite a bit of attention to the latter era in their 
Great Naval Battles series, is visiting it again 
with a new title: 3D Naval Battles: Fighting 
Steel. Formerly called Battlewagons, it focuses 
on the major gunnery battles from 1939 through 
1945, portraying the actions of British and 
German fleets in the Atlantic and Japanese and 
U.S. fleets in the Pacific. 

The period covered by the game arguably 
marked the end of naval battles fought within 
visual range (or near visual range), and that 
word—visual—is one that can often be applied 
to Fighting Steel. The game, which will support 
3D acceleration, aims to recreate the ships and 
environments in exacting visual detail: rotating 
turrets, recoiling guns, the impact of incoming 
rounds, starshells, smoke, searchlights, and 
more. Gamers might wonder what the 3D mode 





is for, since most previ- 
ous games of this sort 
have used map views for 
command-level gaming. 
The key seems to be in 
the fact that the game 
will focus on gun bat- 
tles—enemies engaged 
are enemies that can be 
seen in 3D space, so com- 
mands can be issued in 
the 3D mode (the design- 
er cringed at compar- 
isons of the movement 
arrows for groups of 
ships to those in Sid 
Meier’s Gettysburg, but 
they do appear to serve a 
similar function). 
Current plans call for 
engagements ranging in 
size from single ship duels on up to Task Force- 
sized battles. SSI claims that “every important 
gunnery engagement and skirmish is recreat- 
ed;” the one specific battle mentioned so far is 
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EA Inks Deal With Auran—Electronic Arts signed a “multi-million dollar’ deal with Dark Reign- 
developer Auran for its next computer game. The unnamed title will be a hybrid of strategy, adven- 
ture, and role-playing... Hasbro Buys Atari—Hasbro Interactive acquired the copyrights, trade- 
marks, patents, and other intellectual property assets of the Atari Division of JTS Corporation. 
Veteran gamers can look forward to an updated version of Centipede, which is already in the works. Other Atari classics that could make the jump to the 
PC include Missile Command, Pong, Breakout, and Tempest... ThrustMaster Aims At 
Consoles—ThrustMaster said it will begin to design and manufacture a line of controllers for the 
game consoles. The company, which is famous for creating the first flight sticks modeled on the 
kind found in military aircraft, will now take aim at the Sony PlayStation and Nintendo 64 markets= 
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Overshot; time to change course before the enemy finds the range 











that between the Bismarck and the Hood. In 
addition to specific scenarios a campaign game 
is planned; SSI’s Sean Decker says “In the cam- 
paign game the player will play the part of a 
Task Force commander in his choice of the 
British, German, American or Japanese navies.” 
—Scott Udell 
Fighting Steel * SSI * Windows 95 


Norn to be wild-virtual pets meet virtual sequel 


"A INCUBATED AND HATCHED 
back in 1996 were the Norns, fuzzy crea- 


tures that lived in your computer but 
looked as though they could just as easily have 
existed in your attic, alongside large-eyed chil- 
dren on those old black velvet paintings of yes- 





The Lincoln Memorial of Norn-dom 
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teryear. The original Creatures utilized a 

complex artificial intelligence technology 

that enables you to hatch Norns, and then 

interact with them as they learn, talk, breed 

and eventually die. They also face Grendels, 

monsters who introduce disease and trouble 
into the world. 

Now Mindscape is 
developing Creatures 2, 
with a more sophisticated 
Al that will allow the 
Norns to be more 
advanced than ever, with 
more complex internal 
systems and actual 
organs. More “alive” than 
before, the Norns will 
attempt to establish even 
greater levels of emotional 
bonding with their keep- 
ers. New age Grendels will 
pose even greater threats. 

You will be able to continue 

. to share and trade Norns with 
other Creatures aficionados 
around the world, and your 
current batch of critters may be 
imported from the original 





Who can resist that face? 


Creatures into the new expanded world, which 
also includes a virtual ecosystem that will affect 
their health and actions. 

Creatures 2 will be available worldwide this 
fall, so if Tamagotchi never gotcha, perhaps the 
Norns (with real organs!) will. -Cindy Yans 

Creatures 2 * Mindscape * Windows 95 
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Pencils down, explore the 


evolution of the genre 
By Cindy Yans 


pencil, some paper, some well-worn dice and a 
well-worn Dungeon Master; some bleary-eyed 
rollers whose exams are going to happen tomor- 
row anyway, and even though they had cast 
Holy Knowledge upon themselves, are still going to walk 
away thwarted by the Spell of No Commitment; a table 
and some chairs; and a vast and untethered imagina- 
tion; these were some of the components of the early 
days of role-playing games. Certainly the pen and 
paper RPGers still exist, the ones that didn’t follow 
Hale-Bopp, that is, but the PC has certainly been the 

chosen playground of many for quite a few years 

now. It’s been a long road from Akalabeth to Ultima 

Online and its successors. 

Over the last several years, there has been a 
dearth of role-playing games, so much so that Game 
of the Year in that category hasn't even been a con- 
test. 1995: Daggerfall, hands down; 1996: Diablo, 
hands down; 1997: Fallout, hands down—with few 
exceptions (and a big disappointment from 1997's 
Lands of Lore: Guardians of Destiny). Diablo, Guardians 
of Destiny and to some extent Fallout, took huge leaps 
away from what the traditional role-player expected, and 
this gives one pause. Have RPGers been harboring new 
expectations? Is the core group small enough for developers 
to want to make some changes in order to augment their 
audience? Are Ultima-esque, Might & Magic-esque and 
Wizardry-esque games a thing of the past? Obviously not, as this 
year we'll see new entries in the Ultima (previewed last issue), Might 
and Magic and Wizardry series. We have additionally visited the PC 
version of the console’s wildly successful Final Fantasy VII, peeked in on 
Baldur's Gate, and look forward to providing you with coverage of Fallout II, 
and Wizardry VIII. 

So what are the elements that the Traditional Elite look for in an RPG? An open- 
ended environment, multiple character parties, plenty of weapons, spells and reagents 
and of course a compelling storyline. So let’s take a look at some of the other titles we can 
expect during the next year or so in this ever-evolving genre. 
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792 Of RPGs 


é t 7 Lands of Lore III 


, The lure of the Lore 


RPGers were absolutely wild about Lands of Lore when it hit the shelves in 
1993 and waited for what seemed like (and was) an eternity for its sequel, 
Lands of Lore: Guardians of Destiny. When the sequel shipped, after well 
over three years in development, it met with a very mixed (and in 
some cases highly negative) reception. Many of the Traditional Elite 
RPGers (TE for short) were very disappointed in this dated-looking 
Action/Adventure/RPG hybrid, which shipped just weeks before 
its 3D support was ready. While not the travesty of an RPG that 
something like the unfortunate Descent to Undermountain was, 
it still had its problems and the TE were very vocal. So what 
went wrong? And what will be right with Westwood’s latest 
chapter in the series? CGS+ was able to visit Westwood 
Studios to take a look at the suspect, and to see how the 
design team intends to improve the Lands. We spoke with 
executive producer Louis Castle, winner of 1998's Producer 
With The Most Adrenaline Award, and was able to get a 
glimpse of the product's vision...while fighting madly to 
keep fewer than three steps behind him. 



































The schizophrenia of the Lands 
—story and substance 
Acompelling story is one of the major building blocks of 
any RPG, and we could see that Guardians of Destiny cer- 
tainly had potential in this area. “The story is really beau- 
tiful and would make a great book or a movie,” says 
Castle. “It is very strong. The way it was presented in the 
game, though, was like someone had taken that beauti- 
ful book and it was eaten by moths or something. There 
were holes in it, and no one could understand what hap- 
pened. Well what happened was that the really great idea 
for the story required pieces of design that couldn‘t be done 
in the old engine... and that really wonderful piece of cine- 
matography that was supposed to be so powerful and really 
set the mood wasn't filmed because we ran out of time on the 
filming schedule. There were just lots of things like that, and the 
fact that this was happening right and left wasn’t caught until 
# much, much later when we tried to put the pieces all together, so 
£ then you get into the situation of trying to work around all those 
problems, and that’s what ended up giving the product a little schiz- 
ophrenia. Where we did not have the opportunity to wipe the slate 
clean and start over before, we were able to with this product.” 
4 So here on the clean slate, the quill is wielded anew. You are 16 year 
old Copper Legré, illegitimate son of Eric, leader of the White Army and 
brother to King Richard. Your mother was a half-Dracoid whom Eric hap- 
pened upon somewhere in his travels (apparently more than “happened 
upon”), and his wife was not very happy about the unexpected son.... 
It is not known exactly when the Draracle departed from the Lands. Stating sim- 
ply, “| am no longer here,” he used his mirror to create a Portal through which he 
passed, asking Jakel, his faithful servant and magical construct, to seal it behind him so 
that the Ancient Magic would be wiped from the Lands. It was the end of an age. Jakel fails to 
seal it; instead he shatters the mirror, the Shining Path, and five shards fall away into the black- 
ness. An inexplicable shifting in the fabric of reality has caused other Portals, or gateways, to appear 
at random locations across the Lands. 
Unfamiliar and powerful creatures have begun to emerge from the Portals; and in some areas, the Portals 
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are causing a transformation of the surrounding landscape. 

In the wake of an attack by a group of Rift hounds (our cover model), 
other-worldly creatures from another dimension, your father Eric, heir to 
the throne of Gladstone, has been slain, along with both of his legitimate 
children. You barely managed to escape the attack (luckily? falling into a 
boar trap), but as a result, you have been stripped of your soul by the 
hounds. Only the Ancient magic of the mystic Dawn is protecting you. 
You, a quarter-breed bastard resented by many, are now the sole heir to 
the Throne of Gladstone. Your soul is somewhere beyond the Portals, 
where all of the captured and tormented souls lie in some bizarre soul-pile, 


and its recovery would seem impossible. 


The crisis of the Portals looms large in the Lands. Someone must pass 
through the gateways and find the departed Draracle, who may be the 
final hope for Gladstone, and for all of the Lands. 


The goals of Copper Legré 


When Jakel shattered the Shining Path, the mirror broke into five 
large shards which have become well hidden. There are 10 dif- 
ferent locales to explore, but some will have changed substan- 
tially in content as the game progresses, so you will be play- 
ing approximately 18 levels. You must explore each of the 
portal worlds: the Frozen Wastes, the Ruloi Homeworld, the 
Volcanic Caves, the Post-apocalyptic universe, and the 
Underworld; you must defeat the creatures guarding the 


Shards and recover them. 


The second major goal of the game will be to recover 
your lost soul. It is lodged in the heart of one of the five 
sundered portal worlds, and you must locate and 
destroy the artifact that contains the souls. Only then 


will you be made whole. 


Fixing the Little Engine That Couldn't, 
and other techno-tales 





The first thing you noticed when looking at Guardians 


of Destiny was how downright dated it looked. The 3D 


patch improved things 

somewhat, but again, it 

wasn't released with the 

game. Why not? Said 

Castle, “At release time, 

we were not able to sup- 

port the minimum num- 

ber of 3D cards that we 

wanted to, so we made the 

choice to hold up the patch 

until after the release... 

What we found when we first 

did the port to Direct3D was 

that many of the drivers and 

many of the manufacturers 

made a lot of assumptions that 

we found a bit scary. When you 

actually did Direct3D with no con- 

cern for the specifics, you got a very 

poor performance on many cards... 

Also, Guardians of Destiny requires a lot of 

texture RAM, so cards that handled it well 

did fine, cards that had poor texture 

usage, or poor pipelines, we had a hard 
time with them. 

“The first thing we did on Lands of Lore Ill 
[the design of which overlapped Guardians 
of Destiny by about seven months], was to 
port it all to Windows 95. We knew that 
there were issues we had to improve on. 
There were quite a few bugs in the 
toolsets, and a lot of the video didn’t work 
the way we expected.” The improvements 
will require 16MB of RAM for software sup- 
port, and 24 or 32MB for hardware sup- 
port, as the 16-bit textures for the hard- 
ware cards will need that much RAM. The 
only problem you might find is that the 
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[top] Statue of the Iron Fist, and not a pigeon in sight 
(bottom] Daunting spells of haunting light 





INTERFACE DIAGRAM (inventory Up) 


[1] Active Game View [2] Might Bars - Physical, Defense, Range, Melee 
[3] Magic (mana) Bar [4] Spell Belt - Hot keys 1-5 [5] Toggle Journal 
[6] Compass [7] Toggle Inventory [8] Number of items stacked 
[9] Equipment Slots [10] Item Belt - Hot keys 6-0 [11] Health Bar 
[12] Inventory item belts [13] Familiar Status Area 
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Warriors Guild — Wizards Guild 


Clerics Guild 


Thieves Guild 


Guild-y as 


The Iron Ring The Talamari Order of the Finch The Bacchanal 
oie Mighty Blow Identify Heal Pick lock, Steal Charg ed 
55 Rapid Strike Summon Holy Strike Back stab 
244 Marksmanship Aura Restore Familiar Sniper niemestsignitcantimeansibyawnicn 
Mana Trap Death Strike designers are attempting to bringing Lands 
z P ae } i, of Lore II back to a more traditional level of 
5 Iron Golem - “Lig” Homunculus - Glitterfay - “Goldie” Shadow - “Syruss role-playing lies in the creation of Guilds 
= (flies, scouts, “Griselda” (flies, (gathers mana, (searches, listens, and the acquisition of Familiars. The Guilds 
& attacks enemies, gathers pharma- heals, finds food) steals) will associate the player with certain types 
cn hunts for food) copoeia, spies) of skills which will customize his or her 
character as the game progresses. 

2 Great sword Vulcan Staff Warstone Backbiter He Ar Mon Bie Taare 
iS 2 Firestorm t D coh salt Spiritstaff than one gives your character more versatili- 
Ss Noble Valkyrie Takelord Gem \ ty, but means that your skill levels will never 
a's Crossbow max in any one area. You will have access to 

© Reflective Platemail the Guild shops, which makes solving puz- 

zles, healing and completing quests easier. 

2 oP ' Guild choice is permanent (unless you com- 
Sparring/Training Target Altar of Thieves Gauntlet mit heinous Be and get booted Ba 

38 (non-lethal Practice Strength Pawnshop — In most classic pen and paper RPGs, 

2s combat trainer) Recharging Altar of (will buy anything, characters were able to summon a Familiar, 

& Ky The Gauntlet stations Spirit but for S0-sO a creature bound to them, and able to assist 

“ "(non-lethal obstacle prices) them in their travels throughout the world. 

course trainer) Here the Familiars are associated with the 

Guilds, and you may acquire only one. Each 

A 5 E will have its own speech and personality 

a Responsible for Headed by the A monastic order A non-guild and its own set of dialogue (much of it 
oe maintaining the mystic Dawn Their healing and The only town source — humorous), with appropriate player and 
| = Gladstone Guard The primary restorative talents for poisons, recipes NPC responses. You needn't be a member of 
e3 A primary source source for Grimores are unmatched in and other question- the Guild that is associated with a Familiar 

© for weapons and and scrolls the Lands able materials in order to choose it. It may be better not to, 
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game requires a /ot of texture sends. So if you have a card that doesn’t 
handle this well (Castle points a finger at cards based on the nVidia 
chipset), they may not support that card. If you have something like a 3Dfx 
Voodoo, though, you'll be in business. 

Lands of Lore III will use an enhanced Guardians of Destiny engine with 
pieces from the Blade Runner engine. During Guardians of Destiny, no arbi- 
trary geometry was available because of speed issues. The engine now is 
not quite as robust as a Quake //-style engine, but they believe that it’s far 
better than something like a Tomb Raider, where everything absolutely 
has to be made out of cubes. Flexibility is readily available. 

We were unfortunate enough to have experienced live full motion 
video actors in Guardians of Destiny because they hadn't the technology at 
that time to animate real-looking human characters. All who played the 
game will agree that those live actors integrated very poorly into the 
gameworld, and were a very nasty contrast to the other cinematics. “For 
Lands of Lore Ill, we wanted the characters to look very believable,” says 
Castle. “We do have hundreds or low thousand count polygon characters 
in some of our other games that look very nice, with skinning and anima- 
tion, but we didn’t want to go with that because the performance that 
those characters takes leaves very little left for the environment. So we 
opted to go with the voxel technology that we used in Blade Runner to do 
believable characters in a dynamic world.” In Blade Runner, they did close 
to 3000 motion capture animations, but very inefficiently. In Lands of Lore 
III, they will be able to reduce the framerate, and still retain the quality that 
the motion capture technology allows. 

So how are they going to do in one year what took over three years 
before? Aside from the Lands being not quite as vast as in Guardians of 
Destiny, this game has been a technological work-in-progress for many, 
many years. The tool set has been developed throughout the Guardians of 
Destiny and Blade Runner processes. All the creatures that appeared as 
sprites in Guardians of Destiny were actually already built in 3D; many have 
returned and didn’t have to be recreated, so they really only had to con- 
centrate on developing the 60-70 people in the city of Gladstone. 


Interfacing and Journal-ism 
The very clunky interface from Guardians of Destiny has been streamlined. 


in fact, because then their skills might bet- 
ter compliment your own. 


They threw the whole thing out and started over. First they imple- 
mented the standard 3D world movement as you see in a Quake or 
Jedi Knight world: move with the arrow keys, look around with the 
mouse, run with the keyboard; left mouse button for use, right 
button... well, you know the drill. They also will provide a cursor 
based interface which might appeal to a person who is more 
used to a traditional 2D adventure-style interface. You can in 
essence play the whole game with the mouse if you like. You 
will be able to choose up-front what type of interface you 
want to use. 

Gone too is the unwieldy tabbed window interface. The 
interface along the bottom of the screen is a solid strip which 
keeps the render area square. And (gulp) there will be no 
character portrait. “We don’t feel that there was enough 
‘bang for the buck’ in creating all of those faces necessary to 
give the desired effect,” says Castle. In a consistent 640x480 
resolution (Not like Guardians of Destiny's unsightly 
320x200), you'll be able to click and drag objects into the 
equipment area across the bottom of the screen. 
Saniforized for you protection. 

Remember the old Ul/timas that just about required you 
to keep copious notes about quests, locations and informa- 
tion? Tomes and tomes later, it became impossible to main- 
tain the records efficiently (depending on how anal you 
were about it). Many games now record information for you 
in order to avoid letting the clerk/accountant role overshad- 
ow your actual game role. Here we have a very comprehen- 
sive game journal that may fall just short of handholding the 
player. Certainly for the player who wants no overhead, this 
system leaves no stone unaccounted for. Says Castle, “So the 
idea here is, ‘Boy, the computer is a pretty good clerk. Let's make 
it a very good clerk that helps you play the game instead of get- 
ting in your way.” 

This mega-journal has a whopping nine sections: Notes, which 
allows you to actually do that meticulous record-keeping if you're so 
inclined; Item Descriptions, which lists all of the player's essential items 
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[top to bottom] 
Ruloi Warrior and Drones defending their egg chamber; 
Ruloi attacking in a tube; 
Gladstone needs your help, good master; 
The handy automap is now color coded for your annotations 
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and their known uses—the rear of this section breaks items up into appro- 
priate categories (melee, missile, etc.) and items are described in basic 
terms as they are found, and in full descriptions later as they are identified 
(a sorely missing feature in Guardians of Destiny); Creatures, which is an 
artificial life simulation by Mindscape, er, rather, a list of all the creatures 
the player has encountered, as well as information about them—this 
information is augmented as the player is further exposed to the creature; 
Pharmacopoeia Recipes, which displays all of the recipes that the player 
has learned. Each page shows a different recipe with the required ingredi- 
ents in icon format. If the player has enough of each item, a mix button will 
appear allowing the player to create the item (Guardians of Destiny players 
will be happy to see that this eliminates the possibility of Arrant Prac... of 
course some of us became strangely fond of the Prac...); Guide Book, 
which serves as the goal and quest log for those too lazy to utilize the 
Notes section (the Guide Book updates itself automatically); and Statistics, 
which contains the player's Guild affiliations, rank and level within each 
Guild, and available skills. 

One of the things that Guardians of Destiny did very well was the 
Automap feature. It is repeated here as a Journal section, and this time you 
will be able to record information with color coded pegs. For instance, you 
might want to peg all cities with blue, re-visitable characters with green, 
etc. One of the things Guardians of Destiny did very poorly was to make it 
a simple task to choose spells strategically for different combat purposes. 
The final Journal section here addresses this problem. The Spells section 
will allow the player to configure his or her spell belt. The first page shows 
all spell icons available, and the following pages show group headings and 
complete spell descriptions for each section. A “spell trough” will enable 
you to stack your spells in succession, so that they may be easily brought 
down to the belt for strategic spellcasting in specific situations. 

Another handholding measure taken by the Journal is that it 
records certain items as “being carried,” instead of actually carry- 
ing them in your inventory. You then automatically use them 
when the time is right. This way, important items cannot be 
dropped or destroyed, when such an act might prevent the 
player from completing the game. We are assured that only a 
few items in the entire game fall into this category. You 
might recall that Guardians of Destiny solved this problem 
by having the Draracle swoop in and give the item back to 
you. Other games solve it by having the player say silly 
stuff like, “Wellllll, | think I'd better keep this for later.” or 
“Not funny enough." Is there a more seamless solution to 
this problem? 


Appeasing the Traditional Elite 

Like Diablo, Guardians of Destiny took a lot of flak from 
critics who state that it is not a “real” RPG. The design- 
ers defend the choice of a single character here 
because they feel that identity with the main character 
is essential to the story. You will be able to character- 
build here though (unlike Guardians of Destiny), 
through the use of Guilds, and there will be a trace of 
the multi-party feel with the selection of one or more 
Familiars to travel with you [see the sidebar “Guild-y as 
Charged"]... and yet you will identify with Copper 
Legré. “When you are living the game as Copper, the 
story becomes important. It’s not like the games where 
you can type in ‘My name is Dave’ or something,” said 
producer Chris Longpre (whose name is not Dave). 

“We've made a real strong effort to find the fun in all 
the things that the hard core RPGers like,” said Castle. “The 
fun of having multiple parties is in having characters that 
have distinct abilities, distinct agendas, and to be able to 
use them against a common foe. We think we've captured an 
essence of that with the Familiars. Is it as robust as having 
eight characters in a party? No. But we think it will at least pla- 
cate the players that are looking for that type of action. We've 
also added the Guilds, we've added shops, we've disallowed other 
elements that we used to have. If you choose to be a magic user, 
you get spells that you won't get if you have another affiliation.” 

So will the masses be pleased? Who can say? It is clear, however, 
that the hailstones of the critics did not fall on deaf ears. “Guardians of 
Destiny had a lot of passion from a lot of people, but not enough focus,” 
said Longpre. Hopefully the lens is now in place. 


It makes a lot of sense for Westwood Studios to have taken many 
steps to address the criticisms aimed at Lands of Lore III's prede- 
cessor—after all, a lot of very disappointed people waited a very 
long time for the privilege of saying, “Huh?” But even the most 
successful (albeit /east traditional) RPG of late is taking a few 
steps to broaden its appeal to the Traditional Elite. 


Diablo Il 


Where Warcraft has gone, 
the demons will follow 


Although Diablo was named RPG of the Year in 1996 (or 1997, depending 
on who was or was not being technical), a lot of its critics pointed accusato- 
ty fingers at it, taunting, “Action game! Action game!” The TE did not find 
as rich a gameworld as they'd have liked. (But with revenue pouring in and 
over a million copies sold, somebody certainly did something right.) Others 
were appalled at the proliferation of cheating on battle.net. 

Blizzard states unequivocally that they never set out to make a role- 
playing game. They simply set out to make Diablo. “I like to think that at 
least one of our goals is that we try to make definitive products,” says 
Blizzard producer Bill Roper. “We succeeded with Warcraft Il, and I'd like to 
think that Diablo has set some of the new standards for role-playing. We 
believe that it’s as much of a role-playing game as D&D, but it’s more hack 
and slash role-playing than not. We did find that the storyline was not told 
very well during gameplay. We're working on changing that...” 

They believe that a direct comparison can be drawn between the evo- 
lution of Warcraft into Warcraft Il and the evolution of Diablo. Essentially 
the gameplay will remain the same, but they will attempt to enhance the 
gameworld to appeal to a broader spectrum of RPGers. “We agreed that 
we wanted to add more RPG elements,” said Roper, “but there are two 
ways to go about that. You can kinda go and add a lot of numbers and 
things... ‘OK, here’s 75 stats and 465 skills,’ and make it a big number 
crunching fest that depends heavily on the roll of the dice. We decided to 
go the other route—to have more character interaction, more NPC inter- 
action, make the world and the characters seem more alive, send you on 
quests that will have different endings depending upon how you solve 
them, and having quests that may be class specific.” 


What's new in the universe 

The heroes of Diablo have disappeared, and the Lord of Terror, himself, is 
probably lolling on some tropical beach to the east, roasting 
Marshmallows of the Apocalypse and sipping pifia coladas. At any rate we 
don’t know where he is at the beginning of the game. Since the old heroes 
were too weak to completely contain Diablo, the game introduces new 
heroes in five different classes who will attempt to put an end to the reign 
of tyranny. 

Players will progress through four “acts” in the game, each of which will 
take place in a multi-sectored area. The layout here is much larger than 
Diablo's Tristram and its underworld. If you think of all of Tristram as being 
one “square,” then six to eight of these squares adjacent to one another 
will compose each of the new town areas. 

Each section may have 13 or 14 levels of dungeons in all, and may be revis- 
ited as the game progresses as entry to previously locked places becomes 
available through player actions and story developments. 

The first town will be a rather hastily put together caravan-and-tent 
affair where you find the Sisters of the Sightless Eye, who are all the rogues 
from Diablo (you may remember that your rogue belonged to this order), 
and your first quest in order to progress from this area will be to defeat 
Andariel, the Mistress of Pain (on leave from her evening job at the S&M 
club), who is one of the lesser evils. Completing this major quest will open 
the next act. 


In an attempt to make the gameworld more dynamic, Blizzard is planning 
on adding things like moving water, more types of dungeon items with 
which to interact (windows to break, torches to extinguish), and NPCs that 
don't just stand there. More like a traditional RPG, NPCs will wander about 





{top to bottom] 

Thighs bared, the Amazon crouches in the courtyard; 
Ironically, the Sister of the Sightless Eye doesn’t see the Amazon; 
Cornered but shielded, she awaits the monsters’ approach; 
Dow Carpet Cleaner can remove unsightly gore 
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The most anticipated RPG of the year. 


In the FORGOTTEN REALMS®, we've lived through foul pestilence, 
vicious battles, exorbitant taxes, and even the occasional dragon. But > y 
when HE showed up, things really started getting ugly. ; iV. } & 


Prepare to be immersed into a world of intrigue and mystery on a ¥ 
perilous quest to rescue a storied land from impending war. Even your 
own soul is at stake as you and a party of adventurers become entangled in if 
a dangerous riddle of betrayed alliances, dark prophecies and murder. 


Will you become the unlikely hero of the story, or merely another of its “ 
unfortunate casualties? Before you answer, the big guy here might have 
something to say about it. 


© 4 Explore an immense, intricate game world - from cloud-covered 
[F*, mountains & rain drenched plains to dark catacombs & abandoned 
2 


e temples - all meticulously rendered in lush, 16-bit SVGA graphics. 

@ » Invoke more than roo spells - Freeze enemies with an icy blast “3p | s 7 Yy 
iy ™, from a Cone of Cold, or incinerate them with a searing stream of Bo s. m 

YW magical flame. ; Ses : 

® \ Push your leadership skills to the limit as you guide a party of up f 
, ™ to six characters, each with a personality that affects gameplay. : 

© Don't let your stubborn fighter pummel the arrogant thief - you 6 


may need their teamwork in your next battle. 


(@ \ Create your character from six ADKD® races and 26 different 
% ™, classes and subclasses. You control every attribute, down to skin 
\¥ and hair color, weapons, and armor - all accurately depicted on-screen. 











doing NPC-ish things. Deckard Cain will be back, and Wirt the Squirt, and 
we'll see a cameo appearance from Griswold. They are working on allowing 
players to hire NPCs to quest with for a while, but Blizzard will certainly try 
to prevent you from having a virtual hired army at your beck and call. Also 
planned is a possible pack-companion to hold additional items, although 
you will not be able to access them handily with a keystroke. 

The random dungeon level generator will produce areas that are not as 
single-textured as we were used to seeing in Diablo. Areas will now be 
able to carry a “theme” around particular set pieces. If an altar is dropped 
in, for instance, the generator will know that certain other tile-types will be 
appropriate for it... ie. pews, or sarcophagi. And from floor to floor in any 
single place, the architectural style will be maintained, but there will be a 

very different feel to the rooms—unlike Diablo's catacombs, for 

instance, which always looked the same, floor after floor, dark and reit- 
erative. The levels will also feature true line-of-sight lighting that 
includes not only characters but items as well. 
Zombies, Skeletons and Fallen Ones are the only Diablo mon- 
sters that will reappear, so we can look forward to a whole host of 
new baddies that will crumble, explode or melt into steaming 
piles of gore and disgustingness. 


A class act 

Probably the biggest concession being made to strengthen- 
ing the classic RPG feel of the game is the class structure. No 
warriors, wizards or rogues will be available to play 
(although you will encounter them in the gameworld), and 
certainly no bards or monks (sorry, Hellfire). At this time 
they have announced only three of the five new classes: 
Amazon, Paladin and Necromancer. They're currently 
referring to the other two as “That Other Guy” and “That 
Other Gal.” Two are fighters, two magic users and the 

other a hybrid. 

The character makeup will be very important, because 
even within classes, the skill tree is split. The Amazon, for 
instance, has ranged weapon skills with not only spears 
and javelins, but also with bows. Once you devote your 
training to one implement, your character specialty will be 
limited to that type of item. So once you learn skills that are 

weapon specific, the skills that apply to the other type of 

item will be very difficult to acquire. You'll want to have two 
Amazons, one bow proficient and the other spear proficient, 
unlike in Diablo where a rogue is a rogue is a rogue. 


Multiplayer madness 

This class diversity will be very important when it comes to 
putting together a multiplayer party since there are spells and 

skills now that are entirely class specific. 
They hope to supply a world where up to eight players can ven- 
ture out together, and meet the same challenges that are present 
in the single player game. The plan for Diablo was to have the single 
player quests carry over, but they ran into pitfalls. Said Roper, “What if 
you're doing the mushroom quest, and player X picks up the mush- 
room and then leaves the game? By the time we figured out solutions to 
those problems, it was too late in the cycle to fix them. We have already 
discussed the boundaries and limitations that a multiplayer quest would 
entail, so we can now make sure our quests will fit within those guidelines.” 

The players’ level numbers will probably dictate which acts will be avail- 
able to them at the beginning of the game, but they are toying with the 
idea to have all levels open—hey, if a level one Paladin wants to commit 
suicide, why not let him? 

One of the main concerns in multiplayer design has been addressing 
the issue of cheating. Cheating ruined the game over battle.net for many, 
many players, and Blizzard has promised that this will no longer be the 
case. They are not as worried about the stat-maxing cheats as they are 
about things like town killing or character duplication. Characters are now 
unique and persistent, with a singular character ID. How they are handling 
the logistics is something they’re keeping under wraps, since they don’t 
want prospective cheaters to have a head start. There'll be plenty of time 
to hack once the game is released, which, by the way, is planned for fourth 
quarter this year, but will probably slip until January of 1999. If you're real- 
ly going through withdrawal, download the latest Hellfire patch from 
ftp://ftp.sierra.com/pub/patches/pc/hf101.exe. This one opens up the 
Crypt and the Hive for multiplayer gaming. 
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addition to the fray 


In the tradition of Final Fantasy comes 
designer Tom Hall's vision of what 
today’s RPG should offer the discerning 
gamer. Anachronox is a 3D RPG that 
uses the Quake I/ engine (small wonder), 
in a third-person, single player game 
with real-time combat. 

Says Hall, “The player controls up to 
three characters at a time, from an even- 
tual cast of seven, exploring the galaxy 
and three different dimensions. 
Gameplay is exploration of the galaxy, 
melee with various galactic foes, and 
discovery of unique weapons and items 
that aid you in your quest. You can 
choose different characters and different 
ways of doing things, leading you to dif- 
ferent events and areas in the game.” 

Far removed from the Lord-and- 
ladydom medieval environment, 
Anachronox will take us into the future, 
where wormholes called Senders are the 
mainstay of trading, commerce and civi- 
lization. The Senders are actually arti- 
facts left by a defunct alien population. 
"At the center of the universe," says Hall, 
“lies Sender One, and in a time bubble 
inside the titanic Sender floats the city of 
Anachronox. Theory has it that 
Anacthonox was once home to millions 
of quarantined aliens who slowly died 
of some sort of horrible plague, leaving 
this city to fall to ruins, to be taken over 
by the refuse of the galaxy as the center 
of their nefarious dealings." 

Your character is Sylvester Boots 
(brother of Puss In), known as “Sly,” 
and your partner is Stilleto Anyway. 
The galaxy is unfortunately collapsing, 


[right] What a great pair 
of...knives 
[bottom] Boots and Stilleto 
pack some powerful 
‘weaponry 
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and you and Anyway make it a point to 
take the situation in hand. The game will 
be very character driven, Hall says; 
“Each of the characters has an arc [a 
story segment], some of which are 
solved by the end of the game. There's a 
reason everyone is doing what they are 
doing, and their agendas are important 
to the story and to what actions they 
choose or how they go about them.” He 
describes a third character as being 
“Grumpos, an old wise man with ridicu- 
lously long hair that studies the 
Elementor discipline of MysTech 
{Mysterium Technology]. He is able to 
actually make new weapons by combin- 
ing modules called Elements." 

Players who love weapons creation 
features will be very happy to see this 
system in place. "The Elementor 
weapons system is a whole new way for 
the average user to explore the game 
and create things themselves. Without 
any programming knowledge, they can 
combine Elements in new ways to make 
exciting new weapons, and make them 
part of the game." We can look for this 
title sometime late this year. 





Swords & Sorcery: 
Come Devils, Come 
Darkness 


The return of David Bradley 


Last year RPGs had something of a rebirth and an identity crisis all at once, 
with titles as successful and divergent as Interplay’s Fallout, Blizzard's 
Diablo, and the console version of Square's Final Fantasy VII. Into the swirl 
of the evolving genre comes David (D.W.) Bradley, the mastermind behind 
the last two fondly remembered Wizardry games. And with him, he brings 
Swords & Sorcery: Come Devils, Come Darkness, a melange of Wizardry, 
Daggerfall, Tomb Raider, and Quake. Actually, Bradley can sum up the 
game with a single hyphenated word. Taking a deep breath, he says, “It’s 
a first-person-third-person-virtual-real-time-turned-based-time-phasing- 
3D-indoor-outdoor-all-environment-multi-player-single-player-multi- 
party-PC-attribute-ability-experience-skill-based-interactive-adventure- 
combat-quest-mystery-live-role-playing-simulation-game-with-tons-o- 
goodies-baddies-nasties-laffs-magic-and-a-few-naked-babes.” 

Bradley describes the world of Swords & Sorcery as “Pre-Arthurian 
medieval times, when sorcery and steel ruled the world, when you could 
still kill a bandit and not get your ass sued off in court by his family.” As for 
the story, he says, “I've heard it takes place in a medieval land known as 
Gael Serran, and has to do with a powerful but cursed sword called the 
Mavin, and an ancient rivalry dating back to early Egypt, and a plot which 
has now taken a turn for the worse thanks to the meddling of a former wiz- 
ard who received the raw end of a deal that was supposed to grant him 

immortality. There are rumors of a dragon, an underwater sunken city, 
and a lost enchanted island, not to mention ruins, crypts, castles, dun- 
geons, mines, mountains, and forests. But since part of the fun of 
playing the game is to learn just what the heck is going on, it would 

be really stupid for me to say any more.” 


“Virtual real-time turn-based 

time phasing”? 

The heart of Swords & Sorcery is a party-based system. The 
party consists of up to six characters, one of which is con- 
trolled directly by the player at any given time. The player 

can jump from character to character at will, seeing the 
world from an over-the-shoulder perspective, a first person 
Perspective, or a roving external camera. Normally, the 
other players will follow along in a parade-like procession, 
or the Al can take over for them during combat. But the 
game has a unique time-phasing system. “It allows the 
player to play the game in real-time or accelerated real- 
time or slowed-time or infinite time (turn-based), all com- 
pletely selectable at any time during gameplay,” says 
Bradley. The result is the marriage of classic Bard's Tale 
turn-based party games with Ultima Underworld's graph- 
ically rich immersiveness, without sacrificing complete 
control over who's doing what to whom. 
“It was a real breakthrough for me and it was one of those 
‘eureka’ things, where suddenly there was no such thing as 
‘real-time’ or ‘turn-based’ anymore, because they were both 
the same thing if viewed from another dimension,” Bradley 
explains. “With my time-phasing system, | could write a 50- 
man submarine crisis simulation which required 50 indepen- 
dent characters to simultaneously operate controls aboard the 
vessel, and the software would enable one player to perform 
each and all of the tasks as if he was, in fact, all 50 people.” 
The world is rendered with a 3D engine capable of seam- 
less transitions from indoor to outdoor environments. Outdoor 
areas feature some attractive variable weather effects as well as 
day and night, with darkness illuminated by a light-sourced 
torch. Swords & Sorcery’s great outdoors aren’t as vast or wide 
open as Daggerfall, but neither are they fudged like Hexen II. 
“They're big enough so you feel that there are different territories to 
travel through with room enough to conceal a dozen 
fortresses...without being so huge you feel like a junebug dropped on 





[top to bottom] Walking like an Egyptian; 
Serpentine! Serpentine! A puzzle Indiana Jones would hate; 
A single screen for all your one-stop shopping needs 


Jupiter,” says Bradley. Cities are abstracted into a single screen, allowing 
you to click on your destination without plodding through a 3D environ- 
ment just to buy a healing potion. “In Diablo, | didn’t want to go all the way 
back to town every half hour to get more mana,” says producer Kevin 
Potter. “We wanted everything to be concise in one area that’s easy to 
access.” He refers to the towns as “hubs,” from which “adventure spokes” 
radiate. These spokes are large environments created from seamlessly 
connected indoor and outdoor areas. There are seven different styles of 
environments stocked with over 80 types of creatures. The order in which 
the party tackles the game’s eighteen spokes is linear, however. “We orig- 
inally had a lot more spokes and we were calculating it would take three 
or four hundred hours to finish, which was a bit nuts,” says Potter. 


“Attribute ability experience skill-based”? 


The character system in Swords & Sorcery is fairly standard. Each character 
has eight attributes, four mental and four physical, with a normal range 
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Watercolor under Locke and key | 


Eidos’ Revenant (formerly Forsaken) is a 
- fantasy RPG that combines dynamically lit 
painted backgrounds with real time 3D 
characters, in a third-person isometric 





Miller offered the following commentary: 
__ CGS+: Would you give us a synop- 
sis of Revenant's premise and, plot 
‘Matt Miller, On the island nation of 
Ahkuilon, a band of evil priests have kid- 
_ napped the daughter of the ruling war- 
lord. He sends his best men of to retrieve 
her, and they all meet a grim fate. He 
thinks v who he can get to rescue his 








daughter, and he keeps ending up on — 


one name, "Locke." But there is a small _ 


problem, Locke has been dead fora long / 


time, so in desperation, the warlord res- 
urrects Locke (i.e., the player) and sends 
7 him off on a quest to find his daughter. 
Duri his travels Locke will be trying to. 
‘Tegain his memories and unravel the 
mystery of the island, while trying to res- 


cue the warlord's daughter. In the mulit- 


_ player game, Locke is joined by up to 
- three companions. They all ‘take an 
- aspect of the main ‘character : ind con- 
-centrate on it, so one will be good at 
swordplay, one will be an excellent (if a 
bit eccentric) mage, and one will be a 
mistress of stealth and the darker skills. 


How do you view Revenant as eine 
"different" from traditional RPGs such 
as Might and Magic, Ultima or the 
Wizardry games—or is it? 

Well, first and foremost the most 
apparent difference will be in the feel. 
When you look at the screen, you will feel 
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that you are looking at the cover to a fan- 
tasy novel, and that is because of the 
“attention to details that the graphics con- 
tain. Many of the areas in the game are 
near direct translations of Den Beauvais’ 
paintings that he did for the game. When 
— it comes to the little details, Cinematix 
has put it all in—from candles that have 
pools of wax collecting at their base to 
the fact that the moon gives off a blue 
light, while the torches shine a bright 
orange hue across where they fall. In 
addition to that, Revenant will make 
combat more visually exciting. In the tra- 
ditional RPGs it was "swing, miss, swing, 
hit" where Revenants combats will look 
more like a 3D fighting game, where you 
decide on the blocks and attacks, but 
“when boiled down, everything ‘is still 
~ based on your skills and stats. 


~ Do you think RPG-ers have themselves 
changed over the. year cae if so, how 
and why? 

Before Interplay put out the Classic 
RPG package last month 1 would have 
said no, but now I have to say yes. Back 
_ in the days of old, role-players were sat- 
isfied with three frames of animation for 
“monsters, spells cast with four letter 
abbreviations, and magic items whose 
graphical detail consisted of the pixels it 
took to make up the words "Adm. 
- Broadsword" on your screen. Today, the 
bar has risen to the stratosphere. RPGers 
today want fully detailed monsters, spell 
reagents and runic languages, and that 
same adamantium broadsword to look 
like their vision of Stormbringer. There is 
one part of the brain of the RPGer that 
hasn't changed. That is the part that just 
wants to live out a really good story. 








[left] Locke attacks jungle insects 
with renewed vigor 
[bottom] A field of power 
surrounds the well of the 
tethered dragon 











from eight to 21. The game’s ten races are called Clans, featuring the sta- 
ples of any fantasy RPG: humans, elves, dwarves, gnobbits, orcs, and 
pixies, with a few odd additions. There are Whiskas (tiger-like bipeds), 
Ratlings (complete with pink tails), Lizzords (raptor-men), and 
Oomphaz (Bradley calls them “elephant mystics”). Classes are 
called Roles and they're not fixed once you've generated your 
character. As you gain experience and increase your skills and 
attributes, you might also decide to assume a new Role. In fact, 
Bradley alludes to some Roles that are only available once a 
character proves himself worthy. In addition to skills that 
increase with experience, some characters might achieve 

special powers. As an example, Bradley points out that a 

character could become a Vampire who has to feed on oth- 

ers to heal and who can become a shadow at night. 
Spellcasting eschews the typical mana model for a fixed 

number of charges available with a given spell. Once the 

character rests, the spell is recharged. 


“Multi-player single player 
multi-party”? 

Although many of the details of Swords & Sorcery’s multi- 
player features are still being worked out, the developers 
are determined to relate it to the single-player game. “One 
of the driving points of this game,” says Potter, “will be the 
multiplayer aspect of it. You can build up a character in sin- 
gle player mode and then take that character online with 
other players, acquire wealth in an online game and then 
bring it back to a single player game.” There will be death- 
matches or cooperative games available. If they take the 
time, players can actually play through the entire plot of the 
game as a cooperative multiplayer game. 

In the single player game, there will be times when you'll 
have to split your characters into multiple parties. Potter 
demonstrated one puzzle in which characters had to coordi- 
nate being in two different locations to get past an obstacle. An 
automap will help keep track of parties’ locations. Since the 
game may be running in real time at any given moment, the char- 
acters’ inventory screens won't pause the game, but a little inset 
window in the corner of the screen will let you keep an eye on 
what's going on. 


“Naked babes”? 

Never mind that. All you need to know is that each character is rendered 
with high resolution texture mapped polygons that don’t break up when 
you move in for a close look. For instance, the closer you get to a Whiska, 
the cat-like characters, the more clearly you can see the striped markings 
on his face. These texture maps are entirely dependent on what the char- 
acter is wearing, what he’s carrying, whether he’s injured, and even how 
old he is. “There are 49 different facial combinations with hundreds of dif- 
ferent outfits that make for tens of thousands of graphic combinations,” 
explains Virgin's product evangelist, M. Lee Jacobson. He shows how a 
character hit by an arrow will actually have an arrow sticking out of his 
bitmap until he’s healed. “Your character's hair actually grows during the 
course of the game,” he adds. 

Bradley compares the interaction of equipment and in-game character 
graphics to dressing a Barbie or a GI Joe. “Everyone can make their char- 
acters have a completely different look from everybody else’s character, 
so | can make my elven female ninja go topless in her scarlet red ninja 
pants with chain mail gloves and ninja hood and dragon shield if | want.” 
Similarly, when you open a chest, you'll see bitmaps of the actual items, 
not just a generic loot graphic. At this stage of its development, Swords & 
Sorcery offers native 3Dfx support to smooth and accelerate all the detail. 
One feature that Bradley has insisted on keeping (“although it’s been a 
pain in the ass,” he confesses) is the ability for the player to make unique 
inventory items. By combining items or blessing them or endowing them 
with special powers, unique weapons and magic items can be created. 
They can even be given names to identify them as unique and to add to 
their bartering value. 

When asked what he thinks of the future of computer RPG's, Bradley 
laughs and says, “| know as long as I'm alive and well then I'll still be work- 
ing on one, so I'd have to say the future looks very good.” He’s joking, of 
course, but given his track record with the Wizardry games, he’s also 
absolutely correct. -Tom Chick 
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[1] Sometimes diplomacy doesn’t cut it 


[2] Equipping the interceptor. The red icons in the top right allow 
actess to the various system and pilot configurations 


[3] Incoming message trom a wingman during a furball 


141A fleeting glimpse of an alien ship against the Milky Way 
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nyway, so the weapons in Zombie Massacre 4: This Time 
They're Polygons really kick some ass! You can take off your 
clothes and use ‘em to strangle opponents! You can even 
stab people with the plastic fork in your mess kit! And the 
story rulez! When you finally get to the Holy Grail you have to 
use it to beat the mutant boss to death! Talk about depth! In fact, 
I... de... da... cht... shhhhkkkkk 
We interrupt this game magazine to bring you a special news 
bulletin. Please do not be alarmed by what we are about 
to tell you. Stay calm, do not leave your houses 
and remember that hiding in your refrig- 
erator isn’t going to help. Do not 


trample your neighbors while 

running about in blind ter- Ea a 
ror. And if you're not at 

home you're proba- \ 


bly already dead. 
We can assure 
you the best 
course of 
action is to 
stay where 
you are, as we 
have people 
on the scene 
doing their best 
to bring you up-to- 
date information as 
events warrant. 

At approximately six o'clock this morn- 
ing we began receiving sketchy reports of strange phenomena 
occurring in the vicinity of Chapel Hill, North Carolina. Although 
authorities have since blockaded passage to and from the affected 
areas, thus denying us any specifics, observers have described the 
incidents as “otherworldly” and “strange,” and our correspondents 
have offered sketchy descriptions of flickering colored lights and a 
high-pitched humming sound “kind of like an Osterizer.” While 
we're not exactly sure what this could signi—wait, this was just 
handed to me—it appears the aliens haven't landed; instead 
MicroProse is positioning the latest installment of the X-COM series 
as a space-combat simulator. 


Steel yourself and continue, gentle reader. Many 
gamers express concern that the industry as a 

whole is headed for more “twitch”-oriented action games and 
may feel the more action-oriented X-COM: Interceptor indicates 
MicroProse is joining the pilgrimage to the temple of 3Dfx. And to 
the hardcore strategy connoisseur, who almost invariably bears 
fond memories of the original X-COM's combination of classic turn- 
based strategy and eerie atmosphere, Interceptor might look like a 
bilinear-filtered funeral pyre. 

MicroProse disagrees. “| think there is plenty of room in the X- 
COM universe for several types of games,” says /nterceptor designer 
Dave Ellis. “To use LucasArts as an example, nobody blinked when 
they released Dark Forces and Shadows of the Empire after already 
having released the space flight sims set in the Star Wars universe. 
And on the strategy side, all of the elements found in the first three 
X-COM games are still there—search, finances, base-building, and 
so on. We're just providing a new combat venue. And we are by no 
means abandoning the pure-strategy X-COM games. We're just try- 

ing to expand in new directions.” 


a ae jays Taking place seventeen years prior to the 
events in X-COM: Apocalypse and seven- 
wf ie teen years after the events of Terror From the Deep, 
Interceptor finds the Earth in a time of travail, with its econo- 
my and ecology in a first-class compartment on the Amtrak to hell. 
With the aliens apparently eliminated, mankind has become his 
own worst enemy, depleting the planet's resources to the point 
where starvation, poverty and war threaten him with extinction. 
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Scientists are kicking around the idea of a utopian city—Mega- 
Primus, the urban jungle depicted in Apocalypse—that would offer 
its inhabitants solace from the new horsemen, but the lack of 
resources has, for the moment, thrown a wrench into their plans. 

Various mining operations amongst the other planets in the solar 
system temporarily assuaged the resource-hungry populace, but 
the metal most vital to man’s space exploration—Elerium 115— 

could not be found in significant quanti- 
ties. It was only a chance dis- 
covery of a large 
Elerium 115 horde- 
—on the 
Cydonia base 
on Mars— 
that led to 
the develop- 
ment of a 
number of 
space probes, 
probes which 
. 
frien were then sent to 
old all reaches of the 
galaxy in desperate 
search of raw materials for 
the Mega-Primus project. Most 
of the probes vanished or revealed 
nothing of interest, but one stumbled 
onto a system containing several mineral-rich 
planets, planets which appeared incapable of support- 
ing life. This area became known as the “Frontier” and was quickly 
targeted as the solution to man’s ills. Corporations began building 
the star ships to reach the Frontier, and within months Earth had 
the technology to establish large-scale mining operations. 

But doubt began to creep in. Though Earth had had no contact 
with hostile aliens for nearly two decades, the safety of these isolat- 
ed and vulnerable mining colonies quickly became a hotly-contest- 
ed topic, and world leaders finally decided that X-COM would be 
reactivated to ease residual fear of the extraterrestrial menace. 
Deployed to the Frontier armed with high-tech starfighters and 
weaponry, X-COM dutifully began patrolling the area’s boundaries, 
soon after making an unpleasant discovery: the aliens were there, 
all right, also interested in the Frontier's resources and hungry for 
vengeance to boot. As Interceptor begins, the two sides have again 
readied themselves for combat, and once again the fate of humani- 
ty hangs in the balance. 


aan Interceptor retains the retro ‘50s look and feel 
used in X-COM: Apocalypse. In-game screens are full 


of buttons, switches and dials that have a low-budget-stereo- 
equipment kind of look, while the ships themselves are the saucers 
and wedge-shaped machines one would expect from something so 
closely tied to UFO culture. “Stylistically, the X-COM series has 
always had sort of a retro sci-fi motif,” says Ellis. “We are emphasiz- 
ing this aspect in X-COM: Interceptor. Although the equipment is 
obviously high-tech it all has a sort of 1950’s flair.” 

More importantly, though, Interceptor retains the heavy strategic 
elements of previous X-COM incarnations. The interface itself is bro- 
ken down into several “levels’—the Campaign Strategic Display 
which provides an overview of the entire game area; the individual 
base screens; the research screen; equipment and personnel assign- 
ment menus; and the space combat itself. 

The single-player campaign game—the heart of Interceptor—is 
controlled from the Campaign Strategic Display (CSD) which pro- 
vides a map of the “Frontier” in which the struggle occurs. From 
here the player tracks the progress of all objects in the area; friendly 
bases and ships have scanner ranges, which improve as their sensor 
equipment is upgraded, to track the activity of friendlies and hos- 
tiles within their airspace. Areas not otherwise visible can be moni- 
tored with probes, which actually gain minor defense capabilities as 
their technology is upgraded—the ECM probe can interfere with 
the aliens’ ability to target X-COM ships with missiles, for example. 
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Bases of course must be defended from alien attacks, as must the various 
mining outposts which serve as sources of funding, equipment, ships 
and weaponry, not to mention talent pools from which new X-COM 
agents must be recruited. The CSD also offers zoom and object “quick 
find” features to aid navigation in the Frontier map and offers access to 
all other essential management screens. 

Base-building, too, is similar to that in the previous X-COM games. 
Bases are constructed of modules and can be viewed from a variety of 
3D perspectives, highlighting current defenses, damage and expansion 
capabilities. The important information pertaining to each base is stored 
in the Base Status Report off the main Base Screen; here you get informa- 
tion regarding the base’s location, fighter support and finished modules 
plus lists of equipment stores and maintenance costs. A menu also 
allows the player to jump between bases from within the Base Screen 
itself, eliminating the need to return to the CSD and perform a manual 
search for the next establishment one wishes to view. 

Research of new technologies is as vital in Interceptor as it is in previ- 
ous iterations, but /nterceptor handles the process differently: new tech- 
nologies are downloaded from scientific stations on Earth through con- 
nections known as downlinks, and once the technology is stored in X- 
COM’s computer network the technology can be constructed. Each 
Frontier base can have three downlinks—more downlinks meaning 
faster downloads—and downlink technology can itself be upgraded later 
to offer faster service. Rumor has it weak real-world downlink connec- 
tions limit transfers to about 44 KBps even though X-COM’s modems 
were marketed as 56K devices. Too bad X-COM has better things to do 
than pursue class-action lawsuits. Obviously, only one technology can be 
downloaded at a time at each base, and downloads are subject to dis- 
ruption as alien probes can jam the player's downlinks if they get close 
enough to a base to do so. 

And, of course, like an intergalactic George Steinbrenner, Interceptor 
offers the ability to hire, arm, and fire new personnel. The Equipment and 
Personnel Screens allow you to buy, sell and manufacture ships and 
items and transfer them to the base of your choosing. Recruited pilots 
are shipped in from the mining outposts via freighter and may be fired or 
transferred to other bases at any time. Like any space sim, /nterceptor 
keeps track of pilot statistics and records including rank, kills, and salary, 
and these are also kept under the Personnel Screen. 


goree While /nterceptor's strategic elements 
jay qe wit bear many similarities to those of 
ye previous members of the X-COM family, the 
combat sequences are radically different. Instead of pil- 
ing a bunch of X-COMmies into the futuristic equivalent of a 
Winnebago and tiptoeing around spooky UFO crash sites, you jump 
into the cockpit of a fighter in the vein of the Wing Commander and x- 
Wing/TIE Fighter series for some laser- and missile-tag. Though not fin- 
ished, the controls seem roughly similar to those of the LucasArts 
games—basically action-oriented but offering a number of power sys- 
tems options to complement targeting and wingman commands— 
while the graphics are more reminiscent of the Wing Commanders. As 
for reconciling action space combat with strategy, Ellis remains opti- 
mistic: “The one thing about X-Wing and Wing Commander that | have 
never liked is that you aren't in control of your destiny. The games fol- 
low a scripted storyline over which you, the player, have very little con- 
trol. By linking a strategy game to space combat, all that changes. In 
Interceptor, every mission you fly directly affects the course of the 
game. If you fail to rescue an X-COM freighter, you lose all the cargo 
and weapons inside. If your Interceptor is destroyed in combat, you 
have to spend more of your hard-earned money to buy a new one.” 
Interceptor will also offer a training mode with a number of single mis- 
sions to allow pilots to hone their skills. 

Interceptors Al represents an interesting programming challenge, and 
the company’s goal is to have the aliens’ behavior be consistent in all 
aspects of the game. “The strategy Al controlling the alien empire is a 
dynamically-driven, goal-oriented system,” programmer John O'Neill 
says. “It will react and respond based on the player's actions and choices 
throughout the game. A player who chooses a more aggressive 
approach towards the aliens will be met with a more hostile enemy, 
while passive players will meet with fewer direct aggressive assaults.” 
The team promises that aliens and X-COM wingmen will being behave in 
accordance with their characteristics of their spacecraft. 
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The Pilot Screen is effectively a who's who of 
sci-fi. Contrast the pilot picture with the WWII- 
homage “Victory” sign and the Flash Gordon- 
style laser pistol button on the right 





View from an 
interceptor 
cockpit. Note 
the damage 
and X- 
Wing/TIE 
Fighter style 
shield indic- 
tors in the 
center panel 


Training mode is a good way 
to get acclimated to the 
Spate-combat sequences 








On the technological front, Interceptor will support Direct3D, while 
support for 3Dfx-native Glide and any other worthwhile API, in O'Neill's 
words, “may be considered after the initial release.” AGP and MMX tech- 
nology will be utilized while force-feedback devices will be supported 
through DirectInput. The projected minimum system requirements are a 
133MHz Pentium with 16MB of RAM, and the game will also support 
modem, IPX and TCP/IP deathmatch/team multiplayer (in which partici- 
pants can build and configure their own interceptors). 

An ambitious design, X-COM: Interceptor joins Descent: Freespace as 
another high-profile franchise headed for combat in the infinite void. Its 
roots and lofty aspirations mean /nterceptor may be attractive to strategy 
and action fans alike, but the game needs to demonstrate it can effec- 
tively blend its multipartite goals. We'll likely know this summer. a 
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of the world as we know it 


aa 3 Bob takes on armed prostitutes 








ans of the apocalypse (not of the X-COM variety) are aware 

that the end of the world is near. Fans of bad Demi Moore ‘80s 

horror movies are aware of the seven seals that keep the pow- 

ers of heaven and hell from mixing it up with humans. In 
Messiah, those wacky denizens of Hell have jumped the gun and sent 
an emissary to Earth to begin the final battle a wee-bit ahead of 
schedule. If it’s not giant asteroids, it’s something else.... 

This controversial title, scheduled for release in the Fall, comes from 
the slightly twisted minds at Shiny Entertainment, who last scored 
with the superb MDK. What began as an idea in designer Gabe 
Rountree’s head for a horror-themed game evolved into one with a 
cherub as its main character. You are Bob, a little angel padded with 
baby fat who has been sent by Dad (AKA “God”) to save the world by 
finding those seven seals and destroying the first footsoldier of Hell. 
Bob has the unique ability to possess other characters, 
allowing you to play the game as them. “He can possess 
anyone from rats to the largest beast in the game, but a 
few of the really tough characters are just too fast to 
allow Bob an opening to possess them,” says Rountree. 

Messiah is set in a bleak and gritty futuristic world 
populated by prostitutes, vicious cops, and deadly 
robots. “The character begins underground in the sewer 
dwellers’ realm and progresses upwards through to Sky 


shadows on all 
characters 


City and finally to the moon. Every now and then it is weapon effects. & — 
broken by a major goal and a scoring for level end.” Afterall, thisisa % 
Shiny title... 


Messiah’s engine uses a special technique called tessel- 
lating to increase the polygon count, and thus the detail, 
in its objects the closer you get to them. The engine does 
special lighting effects that cast realistic shadows across 
moving characters. The devel- 
opment team also says they use 
a neural net Al in which the 
enemies will learn from your 
actions: “For instance, if there's 
an area that the enemy doesn’t 
know how to get to, they can 
learn how to get there from 
watching you,” says Rountree. 
Currently, Messiah uses 
Direct3D and native support for 
Glide and Power VR, with plans 
to add more chipsets before its 
release. Shiny is so happy with 
the engine they don’t feel the 
need to render cut scenes; 
instead, they'll be using the game engine itself. 

The assortment of weaponry carried by the creatures Bob can poss- 
es includes a force grenade that physically distorts the environment 
and rips living things apart. “The effect is a bulging ripple in the 
geometry of the world. | have never seen anything quite like it,” he 
says. “The Blade Gun is a weapon of the future where medical science 
is nearly perfected and limbs can be reattached with minimal difficul- 
ty. The blade seeks a joint on a character's limb and amputates the 


buddy 
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Bob encounters 
some suspect life 
forms. Note the 


Expect lots of weird 


Neural net that, 






























offending appendage. The Rocket 
Harpoon is meant for those pesky 
Sky Whales; this is a rocket-pro- 
pelled harpoon that stabs through a 
character and carries him through 
the air to be impaled on a surface.” 
At close range, all weapons auto- 
matically become clubs. The Bone 
Saw is the most efficient close range 
weapon: “It’s a huge cutting tool 
from a meat packing plant that is 
used to sever limbs. This weapon 
may have no range, but anything 
within arm’s reach will be reduced 
to lunch pail-sized chunks.” 

The inventory is focused mainly on weaponry. There’s no ammo lying 
around, so reloads aren't a part of the game. “If a character runs out of 
ammunition, Bob can just possess another one.” Bob himself can pick 
up a few power-ups: He can increase his Flap Power to fly higher and 
longer, he can blind enemies with the Blinding Light of Righteousness 
and, of course, he can say a Prayer to Dad for a game hint. If only real 
life were that easy. -Tom Chick 

Messiah * Shiny Entertainment * Windows 95 
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Plotting a specific assault > 


sk the average computer wargamer to name a “big name” 

designer and Norm Koger would probably be one of the two 

or three names they’d come up with. Most of these same 

gamers could probably tell you about Koger's (relatively) 
recent tactical-scale games, Tanks! and Age of Rifles. What many may not 
realize, however, is that Koger first engraved his name into the history of 
wargaming with a series of three operational scale games: Red Lightning, 
Conflict: Middle East, and Conflict: Korea. After mucking about in the tacti- 
cal mud he is returning to this more refined scale for higtmext project, this 
time for TalonSoft, with The Operational Art of War Volume I: 1939-1953 (a 
Volume II, covering wars real and hypothetical from the mid-50s to the 
near future, is planned as well). 

Ask a gamer, or even someone from the military, what the operational 
scale is and you're likely to get a slightly different answer each time. 
Koger says 
that he 
thinks of the 
operational 
level as a 
“view of the 
battlefield on 
ascale just 
exceeding 
that at which 
differing 
ranges of - 
various 
direct fire 
weapons are 
significant.” 
Instead of 
fixing the scale ih the game, scenarios will come 
in a variety of measures: map hexes will range 
from 2.5km to 50km (maps can, currently, range 
from 20x20 up to 100x100 hexes), game turns 
last from a half-day to 2 weeks, and units can be 
as small as a vehicle (particularly for naval ves- 
sels) or as large as a World War Il-scale corps. (An 
aside: special forces units may be very small but 
used for operational or even strategic mis- 
sions—one reason an operational-scale game 
needs to support small units.) 

The game runs in resolutions from 640x480 
up to a maximum of 1152x864. Even in the beta 
you can see touches distinct to both Koger and 
TalonSoft; the look of the interface and editors, for example, is very much 
like that of Koger’s Age of Rifles, while the multiple map view modes 
include TalonSoft’s signature isometric perspective (in addition to a stan- 
dard, but sharp looking, 2D map mode). The game will support multi- 
player (including play-by-e-mail), but the only form working in the build 
we looked at was hotseat (likewise the Al was “turned off” in our build; 
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the module hadn't been “plugged in” yet). 

While the game will obviously focus on World War Il actions, TalonSoft 
is also including scenarios based on Korea and, potentially, hypothetical 
“Pentomic-era” conflicts in Western Europe (a total of 10-12 scenarios are 
planned). Jim Rose, TalonSoft’s President, estimates that each of the sce- 
narios will feature approximately the same amount of gameplay as SSI’s 
The Ardennes Offensive. In addition, the game features a full suite of edi- 
tors—map, force/unit, environment (weather), calendar, event, replace- 
ment, description, and deployment—so gamers can create their own 
conflicts. While many of the battles will focus on purely combat-oriented 
actions, the event editor opens up the exciting possibility of non-combat 
events, be they political, quasi-military, etc. For example, if UN forces 
advance far enough into northwestern North Korea, they may trigger 
Soviet intervention as well as Chinese, or Chinese units entering Pusan 
could “capture” a key leader, which could, down the line, trigger some 
other event. 

Like Gary Grigsby, Koger’s designs often track units’ status and com- 
position in tremendous detail, and The Operational Art of War is no 
exception. The equipment list from which forces are formed is, in the 
build we looked at, over twenty pages long, and includes (for example) 
12 different types of infantry squads, 48 types of short-range “artillery” 
(including some machine guns), and 166 types of tanks, recce vehicles, 

and self-propelled guns from some 11 nations. 
Each of these is rated in a number of areas, and 


<4 2Dand... these ratings are combined up the ladder to 
...3D views of the eventually create the characteristics of the com- 
same action on bat units that use them. 

the 38th parallel Units can be deployed in a variety of forma- 
in Korea V 


tions (dependent on capabilities/types): defend- 
ing, entrenched, or fortified; local and 
tactical reserve; mobile or reorganiz- 
ing, and more. While they aren't 
modeled in as much depth (the 
game focuses on ground combat), air 
and sea units are represented as well. 
Air units may perform theater inter- 
diction, pursue air superiority, or sup- 
port friendly ground units, while sea 
units may move units or support 
operations ashore. Special types 
include amphibious, special forces, 
airborne, even riverrine units. 

Koger says that “The title 
Operational Art of War’ is based ona 
Soviet era military term meaning, 
essentially, ‘the theory and practice of army level combat.” It’s been a 
long time since players have had the chance to play with that “theory and 
practice,” Koger-style, but The Operational Art of War returns Koger, and 
gamers, to a form of gaming much neglected in recent years. -Scott Udell 

The Operational Art of War Volume I: 1939-1953 + TalonSoft - 
Windows 95 
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Not taking on Longbow 


Team management is an important—albeit optional—part of the 
game; here we see that “Jester” is showing signs of stress, and 
it’s up to you as his commander to decide how to deal with it 


might wonder why anyone would attempt to put out an 

Apache-oriented sim these days—Jane’s seems to have that 
particular game-type locked up for the foreseeable future. Despite this, at 
least two publishers are planning on pushing ahead with Apache-based 
games; Empire's Apache Havoc differentiates itself, in part, by adding the 
Russian Havoc helicopter, which will give that game a completely inde- 
pendent take on attack helicopter operations. Mindscape’s upcoming 
Team Apache, however, still focuses on the Apache, so what then does it 
add to the mix? 

First, a bit of history. Readers may have heard about the game in con- 
nection with Eidos, and may be confused. Indeed, the title did start out 
with Eidos as a publisher, but when the developer, Simis, needed expand- 
ed funding for the project, Eidos turned the rights back to them and 
shopped it around to a different publisher. Mindscape may seem like an 
odd choice for a publisher—why not publish it under their SSI label, 
which is known for more hard-core game titles? The reason is, despite a 
lot of early talk to the contrary, Mindscape doesn’t consider Team Apache 
a hard-core sim; instead, it’s seen as more Comanche 3 
than Longbow 2. 

So if the game's not a hardcore sim, what's it got 
going for it? Well, ignoring the fact that a lot of gamers 
may be interested in a less-than-hard-core Apache sim 
(Gunship, anyone?), a hint of the game's own spin on 
the genre comes from it’s name, specifically the “team” 
part. Team Apache eschews the “lone pilot against the 
world” approach of many sims, and focuses on the 
team-oriented methods of Apaches in the real world. 
While other sims (including Longbow 2) do this to some 
extent, Simis is taking the concept further, allowing you 
to coordinate a team both in missions and back at the 
base. You can pick and choose a vari- 
ety of team members, each of whom 


W ith the success of Jane’s AH-64D Longbow and Longbow 2, you 





Pilot 2: WO1 Mackie, R. 
| Calisign:. Jester 
Age: 26 


Time in service: 3 yrs 
Time in AH-64: 1 yr 
ET Marri 


Mackie is showing early signs of combat related stress. | 
Though this appears not to have affected combat 
performance as yet. their continued status should be 
monitored. 


| 
| 
| 
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three teams of two, and through different radio channels you can coordi- 
nate the actions of each team. Available commands for teams include 
engagement orders of different sorts, support orders, and movement 
directions. Gamers can also set up their own team SOPs (standard operat- 
ing procedures)—in essence predefined formations and order sets—and 
can switch between standard and alternative SOPs. 

In the build we have gameplay is divided into training missions, quick 
action, single missions, and campaigns, with combat occurring in either 
Columbia or Latvia. Single missions built from one of eight types (includ- 
ing deep attack, recovery escort, and route recon), can be set to one of 
three difficulty levels, and may occur at any time of day and in several dif- 
ferent kinds of weather (including 
stormy conditions, snow, and fog). 
Mindscape says the campaign will be 
dynamic, but as it wasn’t implemented 
in the build we have we were unable to 
check how this is developing. 

Graphically, the game already has a lot 
of the eye-candy sim fans are coming to 
expect, care of 3D card and MMX sup- 
port; glowing missile exhaust, translu- 
cent smoke, nifty tricks with the night 
vision, and the like. You can view the 
game from either the pilot's or the co- 
pilot/gunner’s seat 
(each cockpit is virtual), 








possesses characteristics and person- 
alities (almost reminiscent of Jagged 
Alliance). \f a team member is having 
problems, you have to choose how 
to deal with it—treat him gently, or 
come down on him, it all depends 
on the situation and personalities 
involved. At worst, you may even 
have to replace him, with all the 
potential repercussions that 
may entail. 

Team members will behave 
on missions according to their 
status; a nervous pilot may 
panic, or an overly aggressive 
one may lead his aircraft into 
dangerous situations. While 
you can’t do much in the way 
of personnel management 
when under fire from a ZSU- 
23-4, the team concept is car- 
ried into the missions. 
Operations can have up to 
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or from a cockpit-less 
full-screen view; there 
are also a variety of out- 
side views. Given the 
emphasis on team play, 
it's not surprising that 
the game will support 
cooperative play as well 
as head-to-head com- 
bat, all via LAN, 
modem, or TCP/IP (but 
not via direct connect apparently). 
There are plenty of other fea- 
tures we could discuss, but many 
of these are common in sims and 
while they may be done different- 
ly or well, they are all overshad- 
owed by the emphasis on team 
operations, a conceptually 
refreshing approach to attack 
helicopter simulation. —Scott Udell 
Team Apache + Mindscape 
Entertainment * Windows 95 


The night/low-light vision sys- 
tem restricts your field of view 
realistically 


It’s always fun to look over an 
Apache's shoulder 


All-weather craft, these chop- 
pers are about to head out ona 
search-and-rescue mission—in 
the middle of a storm! 


Both cockpit views are virtual 








Game of the Year! 


Computer Games Strategy Plus 


Strategy GAME 
of The Year! 


‘orld 


Real-time Scale 
Game of the Year! 
Top 70 Games moet & 
of All Time! 


For more information visit www.bungie.com or call 800 295-0060. bungie.net seers 


oi 
see 


86 














Guest, a very early CD-ROM game that melded puzzles, full- 

motion video and rendered 3D environments in a package that 
pushed the envelop of contemporary game design. Now, under the 
guidance of founder and driving force Graeme Devine, the Medford, 
Oregon-based developer is teaming with publisher Red Orb 
Entertainment on a very different project. This time, the setting is Mars, 
not a haunted mansion; the genre is action, not adventure. The game is 
Extreme Warfare, and it's about as far from their previous titles as you 
can get. Originally 
conceived as a multi- 
player game, Extreme 
Warfare has evolved 
into both a solo and 
an Internet game. 

The basics of game- 
play are straightfor- 
ward, 3D shooter style. 
In addition to playing 
the time-honored 
footsoldier, gamers 
can also pilot any of 
four vehicle types: 
light, Jeep-like vehi- 
cles; tanks; attack heli- 
copters; and transport 
helicopters. The world, 
Mars in this case, is a 
true 3D environment, 
with plenty of height, 
depth, and breadth; 
there are also the 
obligatory bodies of 
icky liquid to splash 
through. There are 
three classes of 
weapons: unguided, guided, and weapons specific to each 
type of vehicle. Each unit has a default weapon that never 
runs out of ammo, but still isn’t overly wimpy. Says producer 
Todd Arnold, “Granted, there has got to be some progression 
and some desire to get a better weapon, but we're trying to 
make them all interesting, rather than have one that is the holy grail...” 
Infantry will be able to take out helicopters, and can hide, while tanks 
will be slower but heavily armed and armored. A good balance is some- 
thing the Extreme Warfare team says they are striving for. 

As to what makes this game different from all the other shooters out 
there, the team feels that it’s a combination of story and technology. 
The story is designed to give players a changing moral perspective as it 
unfolds, and the game technology is designed to facilitate and require 
team play. In the course of a battle for Mars, which erupts when humans 
encounter a hostile alien race, players take the role of either the Sway or 
the Humans. Depending on which side one plays, the story might 


T rilobyte Software is best known for its ground-breaking 7th 
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<@ A Sway hoverjet smacks a human tank 


Trilobyte trades haunted houses 
for Martian mayhem 


unfold a bit differently; what seemed good and holy at one stage might 
become loathsome later on. Over the 24 missions (12 human, 12 Sway), 
players will have the chance to experience the highs and lows of each 
side’s battle for Mars. In the end, if all goes as planned, the solo game 
should at least give players a reason to ponder their actions. 

Extreme Warfare began life as Graeme Devine’s idea for a massively 
multiplayer Internet game featuring team play and something more 
than mere deathmatches, and so there are real differences between 
the single and multiplayer games. Todd Arnold and writer/scripter 
Noble Smith have been fleshing out a single-player game, while 
Devine labors on the multiplayer aspects. Extreme Warfare, as 
they see it, will be both a solid, engrossing single-player shooter, 
and a new type of online game. 
According to Arnold, the multiplay- 
er game is “not just a single player 
game, now [we] plug in humans for 
the units that had Al control; it’s 
really a different gameplay experi- 
ence.” Alone, a player must figure 
out which vehicles and weapons 
work best for a given mission; in 
muliplayer games, each team has to 
allocate its members effectively to 
accomplish all the necessary tasks. 

In this milieu, lone 
rangers won't cut it. 
Someone has to fly the 
evac chopper, for 
instance, or the POWs 
don’t make it home. 
Says Devine: “Your side 
will lose if you don’t 
play in a cooperative 
manner.” With Extreme 
Warfare, Red Orb hopes 
that they can establish 
a reason for people to 
play cooperatively, 
because rewards will 
only be forthcoming for 
those who play well 
with others. The game will keep stats on players, and those who per- 
form tasks well, such as flying the transports, will gain promotions and 
status. The hope is that teams will grow up around the ‘Net, and players 
with specific skills will be able to sell themselves as mercenaries or hook 
up with other players to form balanced outfits. 

With its release scheduled for sometime in the third quarter, Extreme 
Warfare still has a ways to go; the version used for this article was rather 
rough. If the teams can pull it all together, it could be a real sleeper this 
Fall. We'll have to wait until then to see if it has what it takes to drag 
action gamers away from Quake... -Robert Mayer 

Extreme Warfare « Red Orb Entertainment * Windows 95 
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A Sway tank goes for a 
Sunday drive on Mars 


A human tank ona 
bridge bars the way 


A Sway trooper surveys 
the carnage...he loves 
the smell of victory 








Designed»by ‘Trevor Chin 





“The detail in Seven “There hasn’t been an empire builder 
Kingdoms makes this good since Civilization II.” 
Age of Empires look 7 Sautespat 
like checkers.” a 
—GamePower aoe 
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“Seven Kingdoms successfully 
aes accomplishes what Microsoft's 
> Age of Empires failed to do.” 


—FamilyPC 
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“Allin all, Seven Kingdoms is an extremely fun 
game that should keep any gamer happy 
for hours and hours.” 


—Next Generation 





Visit your local retailer, call 1-800-789-1534 or visit 
www.imagicgames.com for additional information. 
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Can Blue Byte’s new tennis game 
handle center court pressure? 


3D acceleration means eerie polygonal opponents p> 


ennis has long been considered by many a game that’s fun to 

play but excruciatingly dull to watch, and never has any game 

been less deserving of such an unflattering reputation. One must 

fee] the mental and physical strain borne of grueling five-hour 
matches and uncompromising mastery of the complicated techniques of 
play... the art of throwing one’s racket into the crowd after blowing an 
easy volley, flipping off hecklers, spit- 
ting on the chair umpire, pegging the 
linesmen with your serves, collapsing 
in a fetal position when someone in 
the fortieth row sneezes during a 
point, making relevant game-related 
excuses for a subpar performance 
(‘What did you expect? He has way 
more endorsements than | do”). This 
is a game for only the most refined 
individuals, ladies and gentlemen, 
and the uncultured among us need 
not apply. 

Having repaired the sagging, 
flagging, lagging, tagged and 
bagged reputation of the most civi- 
lized of pursuits, let us now 
progress to Game, Net & Match!, the 
3D hardware-powered action tennis 
game in development at Blue Byte. 
Positioned primarily as a multiplayer 
tour de force, Game, Net & Match! 
promises a dedicated tennis server 
(huh, huh...uh, huh) hosting multi- 
day online tournaments modeled 
after the US Open, Wimbledon and 
the Australian Open, plus world- 
ranking systems based on players’ 
performances during the various 
events. Network play and two-player 
games on a single machine will also 


[top to bottom] 


That was in! IN! What *#@% 
match are you watching?! John 
McEnroe is fortunately not 
scheduled to appear 


A grass court favors a good 
serve-and-volley game 


The bird’s eye view is perhaps 
the most versatile 

















nis usually doesn’t involve explosions, gunplay or the unconditional 
eradication of extraterrestrial freaks. The game also promises MMX 
enhancements and smooth, descriptive play-by-play (uh huh). As a mat- 
ter of preference, and perhaps a matter of strategy, the user may also 
choose from a number of different views allow- 
ing for either scrolling or fixed perspectives. 

As for realism, the game pays heed to basic 
tennis techniques—hitting shallow ground- 
strokes initiates an attack by the computer while 
charging the net after a wimpy serve usually 
earns you a tennis ball implanted in your fore- 
head. The rated strengths and weaknesses of the 
various players do matter on the court, both in 
terms of utilizing your strengths and in taking 
advantage of your opponents’ deficiencies. The 
Al at this stage isn’t finished; computer-con- 
trolled players never miss a first serve and reel off 
smoking winners from the baseline with a 
machinelike precision. This will likely change as 
the game continues development. 

One potential problem are the controls, 
which automatical- 
ly map to a multi- 
button gamepad. 
This allows a but- 
ton push for each 
of the four basic 
shot types—flat, 
topspin, lob and 
backspin—and 
pressing the button 
for the relevant 
shot causes your 
player to wind up 
while releasing the 





be supported for those with less lofty aspira- 7 
tions or, more accurately, for those that suck J ig 
at computer tennis. ; 
If multiplayer isn’t your cup of strawberries ff 
and cream, the game promises access to a $ 
hundred fictional male and female players of 
varying abilities for use in one, three or five- d 
set singles and doubles matches on the com- 
mon court surfaces (grass, hard, clay, carpet). 
Rated in terms of foot-speed plus abilities at 
the net, baseline and service line, the provid- 
ed players’ varying skills will necessitate differ- 


button initiates the swing. This is not a problem, 
Wj) except that racket preparation renders your player 
unable to move his feet, effectively freezing him in 
place. This makes hitting on the run and covering 
the net, both vital aspects of the game, effectively 
impossible and requires that you deliberately 
overrun most shots to allow time for an accurate 
return. According to a BlueByte representative, the 
development team is still tweaking the controls to 
address these concerns. 

Ultimately, Game Net & Match! is an ambitious 
action-oriented sports title whose success 











ent strategies. 
The engine, interestingly enough, is a modified version of that used 

for Extreme Assault and Incubation, offering similar polygon-based char- 

acters and objects powered by 3Dfx and Direct3D support, although ten- 
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hinges on a number of unanswered questions. 
As such, the release of the finished product, scheduled for mid 1998, 
should be educational. —Geoff Stratton 

Game, Net & Match « Blue Byte * Windows 95 
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Havenburg, the main city of the realm (so far) > 


Empyria, for some time now, and at least one thing has become 

clear: RPGs, even ones that eschew the latest 3D technology, 
are beasts to get up and running. Fred Arbona and the staff at 
RealmsNet, though, seem quite active in attempting to polish up the 
game for release, and the betas we've played certainly show some 
promise. This is a 2D, isometric perspective, fantasy RPG, with detailed 
and colorful artwork, a fairly intricate interface, and a rich backstory 
and game fiction. Many players (the game has been 
in alpha and beta testing online for over three 
months) compare its look and feel to Kesmai’s 
Legends of Kesmai, and though Empyria is far more 
colorful and detailed, the comparison is apt. Think of 
it as the second stage of the climb from text-based 
MUDs to the pinnacles of full-blown 3D extravagan- 
zas, and you won't be too far off. 

Though it’s a Windows 95 game, Empyria’s graph- 
ics are limited to 640x480 resolution; on larger moni- 
tors, the main game window doesn’t get any bigger. 
The many supporting windows—chat, overhead 
map, inventory, and such—can make use of addi- 
tional screen real estate, though, which is a welcome 
touch. Most of the game is mouse 
and icon driven, and many of the 
buttons are customizable; fre- 
quently used commands can also 
be bound to keystrokes. A rela- 
tively simple left click/right click 
system controls most character 
actions like moving and fighting. 
Spell casting seems particularly 
straight-forward, with the cursor 
changing shape to reflect the 
enchantment being hurled. There 
are provisions for locating friends 
online, customizing the overall 


R ealms Network has been testing their online-only RPG, Lords of 





Gameplay over technology 
as a lure for subscribers 





What's unusual with the game is its goal, which is to become a Lord 
in one’s own right, and a ban on player killing. Lords will be able to 
rule in their own right, explore, command others, and generally be 
movers and shakers. If that pans out, it should give players something 
more to shoot for than just killing the most Umbras in the catacombs. 

Lords of Empyria is something of an oddity in online RPGs. It’s not 
growing out of an existing MUD like many first-time commercial prod- 
ucts, nor is it a full-blown offering from an established publisher. It 





interface, and generally adapting 

the game to the player's needs. 
The game itself is fairly tradi- 

tional. There’s good King Regus, 

















[clockwise from top] 


Hobbit holes? Maybe, but 
more likely a town of 
sorts... 


Housebreaking purple 
dragons is never easy... 
bad Barney, bad! 


It’s either a head shop or 
the headquarters of some 
Eastern religion... 


seems like a labor of 
love, yet the planned 
charge for playing is 
about $20 a month, 
quite steep by today’s 
$9.95 standard. 
Currently, the beta isn’t 
worth twice the price of 
Ultima Online. 
RealmsNet is making 
changes and improve- 
ments constantly; the 
final judgment can't be 
rendered until the game 
emerges from testing. 
Certainly, the game is 
colorful, there are loads 
of monsters, and a fair 
amount of treasure; the 
game world is already 
fairly large, and sup- 
posed to get larger. Add 
to this the prospect of a 
sister game, Kharduuml!!, 
which features the “evil” 
side of the RPG world (in 
contrast to Empyria, in 
Kharduum!!!, player 
killing is more or less 
encouraged), and the 


potential is certainly there. 
At the time of this preview, the 
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bad guys who don't like him, and 
worlds to explore. The main town 
of Havenburg, where the beta is 
centered, is perilously close to the 
usual hotspots of evil: haunted 
graveyards, deadly swamps, dan- 
gerous islands, and the like. Each 
character can have a house, 
where he or she starts the game, 
and there are the usual assort- 
ment of taverns, shops, guilds and 
fast food outlets one has come to 
expect from this sort of milieu. 
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game is still in beta, though 
RealmsNet had hoped to go live with 
the before April. It takes time to devel- 
op an online game, as anyone follow- 
ing Origin’s experiences with Ultima 
Online knows, and testing sometimes 
drags on for what seems to be an 
eternity. Whether RPG fans will flock 
to Empyria’s blend of traditional 
gameplay and innovative possibilities 
remains to be seen. —Robert Mayer 

Lords of Empyria » Realms Net + 
Windows 95 


Poe 5 
See ee 
SEAS AS Se 








Ambushes. Barrages. Conflagrations. 
It Doesn't Get Any Better Than This! 


SoipieRs AT War is turn-based, squad-level combat with all the heroism and drama of a good World War II 
movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day 
and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in 
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone 
missions, many from the German perspective, make the action virtually endless. Four-player multiplay 
via network or the internet 
lets you fight it out 
with real opponents! 












To Order: Visit your retailer 
or call 1-800-234-3088 
(USA & Canada) with 
Visa or MasterCard. 


www.ssionline.com 


A MINDSCAPE® COMPANY 








51997 Strategic Simulations, Inc., a Min 


Company. All rights reserved. SOLDIERS AT WAR is 2 trademark of Strategic Simulations, Inc. All other trade 
and registered t 


re the property of their respective holders. Call 1-800-771-3772 for Game Rating Intor mation 





Star Wars Rebellion 


Meet some rebels with a cause 


et’s face it—Star Wars has 
L been screaming for a strategy 

game. After all, action fans 
have had more than their fair share 
of the, well, action. All of LucasArts’ 
previous efforts have taken the 
more intimate point-of-view, from 
starfighter dogfights to running 
around Imperial Star Destroyers. 
That left strategy fans to only drool 
at the thought a Star Wars game for 
them... to only imagine what it 
would be like to command the mas- 
sive Imperial and Rebel fleets across 
an entire galaxy. That is, until now. 

Sensing this tremor in the gam- 

ing community, LucasArts has deliv- 
ered Star Wars Rebellion, a massive 
real-time strategy game set a long 
time ago in a galaxy far, far away. 
And no, “real-time strategy” does 








Hmmmm, bombard, invade, destroy, what do | want to do today? 





research before they can be built. 
Ships can be banded together into 
fleets, which can destroy opposing 
forces and take over worlds. 

Planets can also be converted 
through diplomacy. Generally, it’s 
better to convert neutral planets this 
way, as brute force can generally 
lower your popular support through- 
out an entire sector should you 
inflict collateral damage. Still, force is 
sometimes necessary, so players will 
need to build and assemble an 
appropriate fleet filled with capital 
ships, support ships, fighters, and 
troops. Characters can be assigned 
to command the fleet and its fight- 
ers and troops (assigning Admiral 
Ackbar to a fleet enhances the per- 
formance of ships in battle, for 
instance). When a fleet arrives at an 





not unequivocally mean Command 

& Conquer. At least, not in Rebellion’s case. 
Despite all the obvious implications, LucasArts 
continues to apply “real-time strategy” in the 
description of the game. This is something of a 
misnomer, as the more appropriate term would 
be “continual-time strategy.” On the family tree 
of gaming, Rebellion really fits under the 
branch that includes Harpoon. In both games, 
the player has the ability to slow or accelerate 
time to best fit the pace of events. 

So what exactly is Rebellion? To say it’s a 
blend of Harpoon and Master of Orion is only 
scratching the surface. The game is an unusual 
beast to pin down. At first, it seems like the 
incomprehensible work of madmen. It’s com- 
plex, it’s not like other games in the genre, and 
the damn thing won't stop for turns. It would 
be easy to blame the design team for all of 
this; after all, members of the developer (Cool 
Hand Interactive) were responsible for the 
micromanagement nightmare that was 





Mon Monthma reports success, but did she manage to sell 
Tupperware as well? 





Harpoon II. However, spend some time with 
the game and the inspired genius of it all man- 
ages to come through. At that point, Rebellion 
becomes addictive. 

More than 90 percent of the game is played 
out in the Command Center. From there play- 
ers control the workings of the Galactic Empire 
or the Rebel Alliance. The galaxy is divided into 
sectors, with each sector containing 10 sys- 
tems. Since games range in size between 10, 
15, and 20 sectors, there can be 100, 150, or 
200 worlds. On each world, depending on the 
number of available energy and mineral slots, 
players are able to plop down a number of dif- 
ferent structures. Construction yards build 
every type of planetary facility: training facili- 
ties train the ground forces needed to seize 
and hold planets; shipyards allow the construc- 
tion of ships and fighters; and, more critically, 
to build and maintain both buildings and mili- 
tary forces, mines and refineries supply the fuel 
of empire (or rebellion). Like 
most strategy games, Rebellion 
is mainly a game of resource 
management. Since there are 
only a limited number of ener- 
gy slots available on each plan- 
et, players need to concentrate 
on building and protecting a 
few dedicated shipyards and 
construction yards. Meanwhile, 
most worlds will be tasked 
with providing the mainte- 
nance points required to sup- 
port the vast numbers of ships, 
fighters, troops, and buildings 
needed to win the game. Each 
side has up to 19 different 
classes of fighters and capital 
ships to construct. Not all of 
the classes will be initially 
available, as some will require 








COMPUTER GAMES 


enemy planet, it must dispose of any 
defending ships, and then hope Special Forces 
can knock down any planetary shields. That 
done, troops can land and assault the planet, 
with or without a bombardment from space. 
This won't make the locals happy, though, and 
they'll likely rebel. Thus, diplomats need to be 
then sent down and pump up popular support. 
At the same time, the opposing side may try to 
take the planet back through force or dispatch 
Special Forces to incite an uprising. 

This is the kind of strategic complexity that 
makes Rebellion so exciting. It has so many lay- 
ers to its gameplay that take into account the 





A Death Star means never having to say 
you’re sorry 





rich mythology of the Star Wars universe. If a 
player builds a Death Star and moves it into a 
sector, popular support for the Empire rises out 
of pure terror. But if you obliterate a planet, 
watch support for the Alliance skyrocket 
around the galaxy. What good is the Death Star 
then? Well, it can also be used in tactical battles 
against the Rebels. Just remember that thanks 
to a stupendous design flaw, all the Alliance 
needs is one spare fighter squadron to blow 
the whole thing up. 


There’s gonna be a revolution... with the help of this 


uprising mission 





they look dated in the era of 3D 
acceleration. 

The overall interface is both 
brilliant and inept at the same 
time. To be fair, Cool Hand 
seems to have thought out 
every aspect of this game and 
put in a lot of handy features. 
Want to build 12 X-Wings on 
Planet X and have them deliv- 
ered to Starship Z orbiting 
Planet Y? With a few simple 
clicks, the task is laid out. With 
mastery of the keyboard short- 
cuts, it’s even easier. So what's 
the frustration? The game only 
runs in 640x480 resolution, 
which not only means it starts 
to look a little chunky on big 
monitors, but it also results in 
an almost constant juggling of 
overlaying windows. One of the 
great features of Harpoon || 
(provided you had a large 
enough monitor) was the ability 
to open lots of windows and 
spread them about the screen. 
This kind of feature would be a 
godsend in Rebellion. Another 
interface issue deals with the 
message filtration system. This 
game needs one, as the current 
one basically inundates the 
player with everything or noth- 
ing at all. And there’s no way to 
turn off random events, which 
are usually crippling (and cryp- 
tic) natural disasters. 











Another important aspect of the game is the 
inclusion of characters taken from the movies 
and the Timothy Zahn novels. Depending on 
their skills, these can serve as diplomats, 
researchers, saboteurs, or commanders. The 
more successful they are, the more experience 
they'll gain and the more effective they'll be. 
However, they are also vulnerable. Send them 
on a sabotage mission and they risk being cap- 
tured or killed. Worse, if they're too good, the 
other side may target them for abduction or 
assassination. Characters are also wild cards. 
Some will defect if you're losing the game. 
Others will leave when it serves their own pur- 
poses; Luke, for instance, always takes off at 
some point to train with Yoda on Dagobah. 

When opposing ships meet, the game drops 
into a three-dimensional tactical module. 
Finally, after years of countless space strategy 
games with two-dimensional battles, someone 
finally realized that space has three dimensions. 
The implementation of tactical battles is a 
somewhat mixed affair. On the plus side, it’s 
wonderfully innovative. Its true 3D tactics are 
challenging, it allows players to issue com- 
mands while the game is paused, and those 
who saw the movies countless times just for the 
space battles, it looks incredibly cool. On the 
down side, battles against the computer are a 
fairly mundane affair, as the Al will usually just 
charge straight ahead. The interface is clunky 
and more control over fighters is definitely 
needed. And while it looks neat, the graphics 
just don’t look as good as they should. In fact, 


The game is also schizo- 
phrenic at times. Depending upon the charac- 
ters the Al starts with and the galactic condi- 
tions, the computer seems to waffle between 
being passive and aggressive. If it's the former, 
expect a cakewalk; the latter, expect a strug- 
gle. The computer also doesn’t seem to know 
how to take over uninhabited worlds, which 





The name’s Thrawn, Admiral Thrawn 





Rebel forces are knocking at the gates of 
the Empire 
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A gargantuan dogfight rages around a 
Star Destroyer 








can eventually lead to it getting outnumbered 
by the player. 

Undoubtedly, some turn-based strategy 
fans will rail at the “real-time” nature of this 
game, but just because it’s not “conventional” 
doesn’t mean it’s blasphemous. For the same 
reason Harpoon is exciting, so is Rebellion. The 
sheer fact that the clock is running adds ten- 
sion to the game. Indeed, it can almost be 
fatiguing at times keeping up with all the 





events that unfold. At that point, though, it’s 
only a simple matter of slowing the game 
down to a crawl and catching up. And despite 
the extensive length of time that a full game 
requires, the multiplayer game works far better 
than expected. Players need to be dedicated 
to complete an entire game, but the save 
game function is a lifesaver. 

Allin all, this is a marvelous game that suc- 
ceeds because it takes some rather large risks 
that pay off. The game's execution is nearly 
flawless, and it comes with the high polish and 
finish that LucasArts is known for. Rebellion is 
good enough that it can trigger the kind of 
game lock usually associated with turn-based 
games such as Civilization and Master of Orion. 
Gamers will just have to come up with another 
term other than “Just one more turn” to explain 
their sleep deprivation. Jason Ocampo 





Star Wars Rebellion 

LucasArts * www.lucasarts.com * Requirements: 
Windows 95, 90 Mhz Pentium, 16 MB RAM, 4X 
CD-ROM + Multiplayer: 2 players, Internet, LAN, 
modem, serial 
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Armor Command 


Armor wrestling from any angle 


rior to the release of Armor Command, 
Pe there were death, taxes, and the eternal 

shelf life of Twinkies to count as certainties 
in life. Now, unless the laws of entropy suddenly 
reverse without warning, you can add one other 
ignoble activity: rushed products. 

If the initial symptom of a faulty manual 
(pages 16-26 are replaced with copy from the 
first 16 pages—a problem apparently fixed in 
later manual printings) doesn’t raise eyebrows, 
perhaps the inability of your mouse to travel to 
the edge of the map will. Oh, it’s not an uncon- 
querable failure, since the isometric view com- 
pensates for this oversight, but it does point to 
premature release that usually damns a game to 
“patchware” Hell. Support for 3D 
acceleration teeters on shaky 
ground, even with a quickly-released 
patch installed. Overlapping sounds 
and text turn pertinent information 
screens into discombobulated gib- 
berish, most likely in thanks to the 
almighty deadline. Common func- 
tions taken for granted in RTS games, 
like centering on your base or a 
selected unit, cease to exist. In 
bizarre homage to the “Doctor, it 
hurts when | do this...” joke, the doc- 
umentation warns that tapping the 
<F10> key freezes some systems, 
and to press <F10> again to remedy 
the problem. What amazing function 
does that particular key perform in 
the game? Nothing at all. 

Thankfully, past Armor Command's dubious 
first impression lies a solid, entertaining real-time 
strategy game. Allying with either the Terrans 
(my, how clever. Another Terra derivative) or the 
Vross, players wage intense mechanized warfare 
across several worlds. With or without 3D accel- 
eration, the landscape looks incredibly sharp, 
especially since unlimited viewing angles allow 
gamers to soak up the entire panorama. Even 
better, the game moves so seamlessly among its 
top-down, isometric, and satellite views that you 
never experience the annoying “down time” that 
often occurs when toggling different views. 

Even in the 3D camera mode units can be 
grouped or ungrouped, given multiple way- 
point movement orders, set to different behavior 
modes (hunt, kill, cower from hormonal spousal 
tage, move) and be assigned to patrol loops. A 
heartfelt pledge to sacrifice one’s firstborn toe- 
nail in gratitude to the interface design team dies 
quickly after just a few missions, though. Later 
missions require extensive troop construction, 
resource collection and combat coordination, 
taxing the seemingly ingenious interface to the 
point where your own in-game housekeeping 
duties instill more terror and distress than the 
enemy does. 

There’s clearly no shortage of different unit 
types in the game. Helicopters, air carriers, stealth 
bosom reconnaissance infantry, defensive turrets, 
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[clockwise from right] 


Heavy tanks can pummel 
a base into space dust in 
short order 


Plenty of different land types 
keep the terrain from feeling 
stale and overused 


Mr. Enemy Tank gets an 
explosive handshake that 
turns him upside down 


Nothing quite as jovial as a 
bomber shellacking at dusk 





and mobile ECM support units all lend their 
unique talents to the cause of victory. Tugs roam 
between mining bases and the landing pad, 
retrieving precious resources to construct units. 

The raging battlefields feature spectacular fire- 
fights and armored clashes. Each unit acts out its 
part of the battle to perfection, treating onlookers 
to fiery explosions, finely articulated movement 
animations, and luminescent shells that light up 
the skyline. Gamers wear their general stripes 
throughout the entire course of the war, ordering 
and commanding their armies’ movement and 
target selection but without personally getting 
their hands “Combat Dirty.” Only the spectacular 
rendering of combat activity prompts periodical 
migration from the top-down view. The rest of 
the time, gamers most likely will manage the war 
from the standard top-down perspective. 





















Missions offer refreshingly diverse objectives, 
from keeping the Vross away from the base 
commander's newly dry-cleaned poodle to 
defending outposts against overwhelming 
enemy forces. While the game lacks any 
recourse for setting difficulty levels, game speed 
adjusts anywhere from ¥2 to 16 times normal, 
making it easier to slow the pace down during 
periods of intense confrontation. Despite its 
action billing, the game caters almost exclusively 
to the real-time strategy crowd, offering puzzle- 
based challenges that dictate predetermined 
tactics to complete. 

Armor Command is a fantastic prototype for 
Armor Command II: The Polishing. Common com- 
parison to Uprising or Battlezone seems grossly 
unfair given that, in its heart, it’s really pure real- 
time strategy with additional 3D views for arm- 
chair warriors. With enough tweaks and refine- 
ments, the game could easily upstage Red Alert 
and Total Annihilation thanks to its commend- 
able sense of depth and immersion. For now, 
buy it if you're itching to see, but not experience, 
the future of real-time strategy. -Tim Royal 
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Armor Command 

Ripcord Games + www.ripcordgames.com 
Requirements: Windows 95, 166MHz Pentium 
or higher (90MHz with a 3D card), 16MB of 
RAM, 4X CD-ROM + Multiplayer: 2-4 players; 
Internet, LAN, modem, direct connect 
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THE DEFINITIVE SIMULATION OF MODERN GROUND WARFARE 


From the creators of the award-winning classic M1 Tank Platoon’ comes the most realistic 
armored land combat simulation anywhere in the world. M1 Tank Platoon II” 


© Everything is hyper-real. The detailed cockpits, the thermal view, the trees and even the 
helicopters that intelligently hide behind hills. 

© Be in complete control of four M1A2 Abrams tanks in both the gunner and commander positions. 

© Command platoons in dynamic campaigns set in Gulf War II, North Africa, the Russian 
Far East, the Balkans and Central Europe. 

© Face off against the enemy in a multiplayer battle that will blow you away. 

© This is not just a tank simulation. You're 


in command of aircraft, helicopters, 3x 
non-tank ground vehicles and infantry. 
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Grand Theft Auto 


A masterpiece of unrelenting criminality 


atched by DMA Design, the same 
i folks responsible for killing off mil- 

lions of cute and fuzzy lemmings, 
Grand Theft Auto has burst on to the gaming 
scene with all of the subtlety of William 
Shatner doing Othello. Straight out of the 
gate it comes on like it’s the best game in 
the world, a brash the offensive distillation 
of everything criminal. However, once the 
initial kick wears off, you may feel you have 
an entertaining but repetitive little curiosity. 

Grand Theft Auto's third act is the big sur- 
prise. Like the working class stiffs in 
Chumbawumba’s 
“Tubthumping,” it 
gets knocked down 
and it gets up again. 
Once you stop play- 
ing fair—cheat your 
uptight, morally self- 
righteous booty off, 
my friends—you start 
noticing all of the 
incredible details that 
litter the landscapes. 
Once you've 
explored, re-play the 
game legitimately 
and you'll find that it 
resurrects itself, 
evolving into a fine 
little masterpiece of 
non-linear open-ended gameplay. 

In the game, you're a low-life scumbag 
trying to earn enough cash to move your 
way up the crime ladder. You can pick up 
various high-paying missions from pay 
phones littered around a large city. Fail at a 
mission? Oh well, you'll just have to make 
the cash by becoming a freelance criminal, 
scavenging for dough by offing citizens and 
cops or stealing and selling cars. This open- 
ended game style, reminiscent in structure 
of games like Elite, is what keeps the game 
fresh. There are many ways to meet your 
money goal, some riskier than others, with 
the payoffs scaled to match the risk. 
Unfortunately, there’s no way to save your 
progress in a city, and it can take quite a 
while to reach your financial goals. 

The cities are living and breathing enti- 
ties, enormous in size and littered with vari- 
ous power-ups and secret areas. There are 
trains that you can ride or hijack, working 
police, fire and ambulance departments, and 
most importantly, tons of innocent civilians 
in their lovely cars, all available for your 
stealing and driving pleasure. Each car per- 
forms as you would expect, and due to their 
wildly divergent characteristics, a major 
strategy in the game is trying to determine 
what vehicle is best for any given job. 

Playing the game is a bit like watching 
World's Stupidest Police Chases (coming soon 
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Sometimes crime doesn’t pay 


This tank is one of many 
secrets you can find in 
the game 


Stealing a cop car usually guar- 
antees a trip to the slammer 


Nothing like a good 
rocket launcher to lay 
waste to a street full of 
innocent civilians 





on the Fox network, paired with World’s Most 
Painful Groin Injuries). Ostensibly an old-fash- 
ioned overhead-view game, it freshens the 
concept by having a camera that zooms in 
and out depending on the speed your vehi- 
cle is traveling. The graphics are excellent, 
with the only real negative being the non- 
3Dfx and Windows 95-native version's uglier 
color palette. The music is even better, a rag- 
tag batch of tunes that are matched to the 
car you're driving (hip-hop in a sports car, 
country twang in a truck). 

There are only two multiplayer variants in 
the game, a deathmatch mode and a 
“Cannonball Run" race. Both are thoroughly 
entertaining, but mostly when played over a 
LAN or modem—playing over the Internet 
isn’t recommended. 





A word of warning. Based on its content, 
people concerned about offensive material 
should steer well clear of this game. The 
game revels in its offensiveness, with its 
seedy premise and “adult” language (it’d 
make Quentin Tarantino proud). Excessive 
playing of the game it will likely yield gener- 
ations of malcontents, carjackers, anarchists 
and game reviewers. Perhaps the most 
bizarre thing about the game's setting is it’s 
rather unflattering picture of crime in urban 
America. Developed in the UK, it’s probably 
their cultural revenge for Kevin Costner’s 
feeble attempt at an English accent in Robin 
Hood: Prince of Thieves, or our turning their 
beyond-brilliant Fawlty Towers into a sitcom 
starring Maude. 

In the end, the game’s gleeful embrace of 
anarchy is a refreshing change from the nor- 
mal do-gooder activities found in most 
games. Crude and profane, this brilliant little 
game allows us all to get in touch with our 
inner Beavis. -Steve Bauman 





Grand Theft Auto 

ASC Games * www.ascgames.com 
Requirements: DOS, Windows 95, 486DX4/100 
or higher, 16MB of RAM, 2X CD-ROM 
Multiplayer: 2-4 players, Internet, LAN, 
modem, serial 
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Interstate 76 Nitro Pack 


It’s getting better all the time 


in common with Darklight Conflict and 

Birthright? They're all brilliantly-con- 
ceived products that never reached their full 
potential thanks to technical problems. And 
the difference? /-76 is the only one to receive 
the add-on treatment. The Nitro Pack is as 
much an attempt to remedy its parent's 
shortcomings as it is an add-on, and /-76 is a 
better game for it. 

First, a word about unsavory marketing tech- 
niques: the Nitro Pack itself can only be 
obtained directly from Activision's web site. 
The only edition currently available in stores is 
the /-76 Arsenal, which is the full Interstate 76 
and the Nitro Pack bundled together at a high- 
er price; this is overkill for owners of the origi- 
nal who only want the Nitro Pack enhance- 
ment. A Gold Edition update for the original 
game (which doesn’t include the new missions, 
weapons or cars) can be downloaded for free 
from the same source—"free” assuming you 
aren't paying by the hour to download the 85- 
megabyte monstrosity. 

Backtracking a few years, the Nitro Pack 
recalls the events preceding the death of Jade 
Champion. The twenty solo missions—in which 
the player assumes the roles of Taurus, Skeeter 
and Jade herself—are playable in any order, 
reading more like a collection of semi-related 
short stories than the overzealous Rockford Files 
episode that was /-76. While a lack of cohesive 
plotting is sometimes disruptive (see X-Wing vs 
TIE Fighter), here it works; the characters’ lack of 
a purpose other than vigilantism, and the irrel- 
evancy of time outside the confines of civiliza- 
tion, allow for isolated incidents in which the 
only real variables are the participants and their 
experiences. Much-needed difficulty levels join 
the fray, and the terrific cast, from the pidgin- 
beatnik-verse-spouting Taurus to a guy who 
sounds suspiciously like Scotty from Star Trek, 
are more caricatures than characters. 

The Nitro Pack’s best enhancements are 
multiplayer-related. These include capture the 
flag and racing games, password-restrictions 
for privacy, the ability to set victory conditions, 
and sorely-needed anti-moron technology 
(cheat prevention, that is). It’s probably only a 
matter of time before some ambitious hacker 


be op quiz: What does Interstate 76 have 
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brings in the Stealth bomber, 
but for the moment, the new 
options are terrific updates to 
what remains one of the best 
online games around. 

New native PowerVR and 
Rendition support joins the 
Direct3D mode, though the 
much-anticipated finished 3Dfx 
support is a better idea than 
implementation. The Voodoo 
visual quality is finally worthy 
of the familiar spinning logo at 
startup, but problems 
abound—it refuses to work 
with the newly-released 
Voodoo 2 chipset, the framer- 
ate still goes to hell during 











close-quarters combat, the terrain ripples and 
flickers with disturbing alacrity and vehicles 
are sometimes eaten by carnivorous clipping 
problems. Such intermittent weirdness is the 
legacy of the wheezing MechWarrior 2 
engine—it’s the big one, Elizabeth, I'm comin’ 
to join ya, hon-...oh, forget it. 

The solo game structure also remains 
problematic, since the Al is weak and the mis- 
sions, though interesting, are again wholly 
scripted right down to the placement and 
behavior of enemy vehicles. Enemy cars can’t 
always follow if you duck behind a building or 
ridge, and vehicles attempting to flee will 
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[top to bottom] 


Unpleasant Ghost Bear’s Legacy 
flashback—and the trees are the 
drive-through variety 


Melee mode is still good clean fun 


“Mad Clown Disease” is one of 
the funnier but more difficult 
new missions 


No complaints about the new 
3Dfx visuals 





sometimes corner themselves in ravines, at 
which point they go dormant in confusion or 
get hung up on the side of a cliff for you to 
destroy at your leisure. 

When all is said and done, the Nitro Pack’s 
new missions, technical enhancements and 
observance of /-76’s inimitable style make it a 
worthwhile retrofitting. At the same time, the 
add-on also suggests many of the game’s basic 
flaws are too serious to be remedied by mere 
tune-ups; the solo game in particular still isn’t 
as fun as it seems like it should be. Perhaps the 
aging engine lacks the technical proficiency to 
reproduce the gritty cool of the cutscenes and 
voice-acting or the design is simply too ambi- 
tious to be depicted adequately by anything 
but non-interactive FMV. Whatever the reason, 
I-76 remains a greater spectacle than game, 
though not, at least with the Nitro Pack, for lack 
of trying. -Geoff Stratton 
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Interstate 76 Nitro Pack 

Activision * www.activision.com * 
Requirements: Interstate 76 Full Version 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 


Last Bronx 


Sega tweaks the 3D fighting 


genre—just barely 


eteran Virtua Fighter 2 players who feel 
V that something is missing from their lives 

should take a long look in the mirror and 
ask themselves: would | feel better about myself 
if | had a stick in my hand when | was beating the 
crap out of people? 

Those who answered yes, rejoice. Sega has 
anticipated your hollow spot and taken action to 
fill it. Last Bronx, which originated in the arcade 
and has now moved to PC (via the Saturn), plays 
an awful lot like Virtua Fighter 2 but with a twist: 
the eight featured characters each come 
equipped with their very own bludgeon. An 
overly-developed back story paints a picture of a 
near-future Tokyo riddled by gang violence, but 
don’t concern yourself too much with the 
details—just get in there and start slugging. Like 
Virtua Fighter 2, Last Bronx puts the emphasis on 
“realism,” which means that combatants don’t 
launch magical missile weapons or execute 
physics-impossible stunts. Instead they engage in 
good old hand-to-hand, foot-to-mouth, elbow- 
to-throat, hammer-to-ribcage single combat. 

PC games are not renowned for their fluidity 
of action, but Last Bronx is a pleasant surprise; 


[left to right] 
Fight, kill, mame 


A blow for women 
everywhere 





these polygonal fighters move more like quicksil- 
ver than molasses (be warned, however, that the 
90MHz Pentium recommended by Sega should 
be considered nothing more than a starting 
point). What the game lacks in originality it 
makes up in solid play-action. A kick to the ribs 
terminates with a gratifyingly substantial thunk, 
while the arc described by leaping combatants is 
graceful but realistic. The graphics are frankly 
gorgeous, although 3D card support, had it been 
offered, would not have been refused. 





Last Bronx's only major fault, in fact, lies in the 
awesome familiarity of its various elements. 
Eight fighters with a heaping handful of special 
moves, eight environments, and gameplay 
modes like arcade, survival, VS., and team battle 
are certainly nothing new. Still, a good fighting 
game on the PC is not to be ignored, and if 
you're a Virtua Fighter 2 alumnus who has long 
bemoaned the absence of weapons in that 
game, bemoan no longer: your virtual cup run- 
neth over. John Altman 
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Last Bronx 

Sega Entertainment + www.sega.com + 
Requirements: Windows 95, 90MHz Pentium or 
higher, 16MB of RAM, 4X CD-ROM * Multiplayer: 
2 players, Internet, LAN, modem, serial 





Sega Touring Car Championship 


On your mark, get set, lose interest 


to have consciously been designed to dis- 

appear without a trace; why else would 
Sega have made it so determinedly mediocre? 
Surely some nefarious plan lies behind the game's 
utter lack of personality. Perhaps each disc is 
equipped with a surveillance device—this would 
explain why Sega wants you to forget you own it 
the moment after you've gotten home from the 
store. Or perhaps the stakes are even higher. “It is 


T his stupendously banal racing game seems 








Touring Car Championship hits a rocky 
mountain low 





the greatest art of the devil to convince us that he 
does not exist,” wrote Baudelaire. Sega Touring 
Car Championship is so flimsy that, by this defini- 
tion, it may well qualify as Satan incarnate. 

If only the year were 1982. Then Touring Car 
Championship would be a sensation, with its four, 
count ‘em four, “road beasts” and “two thrilling 
driving perspectives,” not to mention its three 
tracks (with one bonus track to be discovered) 
and—gasp!—a digital rear-view mirror! By fin-de- 
siecle standards, however, the game doesn’t fare 
quite so well. 3Dfx support? Forget it. A car that 
suffers damage as it careens off walls? Not here. 
How about an interesting new slant on the dri- 
ving genre, such as the ones provided by 
Carmageddon or Interstate ‘76? On second 
thought, that might make the game memorable. 
Sega evidently wants to avoid this at all costs. 

Adequacy is the sum of Touring Car’s ambi- 
tions, and adequacy is what the CD-ROM deliv- 
ers, in spades. The graphics and gameplay are 
the relatively strong parts of the program; ver- 
satility, originality, and timeliness are the weak. 
Realism is non-existent, as are hyper-realism, 
anti-realism, and surrealism. Sega Touring Car 
Championship is the driving game equivalent 
of a John Tesh album: a product so horren- 
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One of the “two thrilling driving perspectives” 





dously middle-of-the-road that it works best as 
a tranquilizer. —John Altman 
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Sega Touring Car Championship 

Sega Entertainment + www.sega.com 
Requirements: Windows 95, 90MHz Pentium or 
higher, 16MB of RAM, 2X CD-ROM + Multiplayer: 
2-8 players, Internet, LAN, modem, serial 
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O put it bluntly, Battlezone is the best 
T game Activision has made since the origi- 

nal MechWarrior 2, delivering one of the 
slickest virtual battlefields seen to date. While 
the game has a few minor flaws, none are signif- 
icant enough to keep the game from being an 
innovative and exceptionally well-designed and 
executed game. 

A well-written story drops you into the late 
1960's. The space race as we know it is a hoax, a 
cover up to hide the true Cold War. The Moon 
landing was actually a mission to find a new 
alien substance known as “Bio-metal.” The 
Americans want it, the Soviets want it, and both 
sides are willing to kill each other on the planets 
and moons of our solar system to get it. 

The game puts you in the role 
of a commander of a mobile 
attack force for either the US or 
Soviets. From your vehicle you 
command construction units to 
find power sources and create 
new units, form squads of attack 
vehicles, place perimeter defens- 
es with gun turrets and give 
orders to individual units from 
anywhere on the battlefield. You 
have the ability to confiscate 
other vehicles should yours get 
damaged or destroyed (includ- 
ing sniping the pilot of an 
enemy craft and stealing theirs). 
You can also move on foot, lay 
down new navigation points 
and lead your troops into bat- 
tles, all the while still managing 
base operations and unit building. Unlike most 
real-time strategy games, the destruction of your 
invaluable Recycler unit (or indeed your own 
death) causes you to lose the game. 

If all this sounds a bit complex that’s because 
it is. While the game’s 30+ missions are intense 
and incredibly difficult, the game is surprisingly 
simple to play. The controls are intuitive and 
easy to manage, commands are a breeze to 
issue, and best of all, the game's Al is stunning, 
especially when compared to other current real- 
time strategy and action games. 

The game's physics are also phenomenal but 
for one glaring flaw: the lack of gravity differen- 
tials on the different planets. While gravity 
remains the same regardless of where you are, 
the feeling of zero-G hovering is definitely 
noticeable, and the swift, fluctuating nature of 
your tank’s momentum is entertaining in itself 
(unless you suffer from motion sickness). 

Using a modified version of the Interstate 76 3D 
engine, Battlezone uses Direct 3D to great effect; 
however, it still looks and plays well without 
acceleration. The textures have a nicely realistic 
look to them, all the worlds are distinctive and 
contoured and the unit animation is impeccable. 
The soundtrack and effects are also excellent. 

When using a keyboard/mouse configuration 
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Build a small group into an 
army for the sake of 
Capitalism! 


Prepare to engage in pitched 
strategic multiplayer battles 
that will make normal death- 
matching look positively dull 


Nothing like infiltrating an 
enemy base on foot. Watch 
out for the turrets 


Ah, a tranquil Mars base. 
This can’t last long... 


(the usual Quake setup, actually), all 
ordering functions are easily accessible 
using the Tab and number keys. Units 
are divided into categories: attack, 
defense, Recycler (which is the heart of 
a base), utility and other building 
units). You can group units easily, send 
them off to nav points, or order them 
to protect another unit. There are two 
resources in the game: geysers, which 
the production units use for power, 
and bio-metal, which is gathered to 
make new units. Unfortunately, there is no way 
to command a construction unit to build a suc- 
cession of vehicles on its own, which can prove 
rather annoying. 

The game’s multiplayer aspects are equally as 
good and are bound to be the game's biggest 
draw. Aside from standard deathmatching, the 
“strategy” game is one of the most interesting 
and entertaining multiplayer experiences avail- 
able. Like the single-player game, it’s a mix of 
Total Annihilation and MechWarrior 2, and the 
combination of base building, troop deploy- 
ment and first person shooting is thoroughly 
engaging. Internet performance is excellent 
(most of the time) for about four players in a sin- 
gle game. Team modes, however, are poorly 


Battlezone 


My God, it’s full of stars... 


implemented, though a patch is planned to 
improve this aspect of the game. 

There are a horde of planned first-person 
action-based strategy games on the horizon, but 
Activision has raised the bar of this young genre 
toa level that will likely be very hard to top. 
—Jason D’Aprile 





Battlezone 

Activision * www.activision.com * 
Requirements: Windows 95, 120MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: 2-16, Internet, LAN, modem 
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Black Dahlia 


Grasping for gumshoe glory 


was a chaotic year in 

1 94 1 American history. With 
the release of 

Civilization almost sixty years away and most 3D 
action still occurring in rumble seats during 
prom night, folks were downright bored. The 
time was ripe for a war to distract humanity's 
collective mind from its current computer gam- 
ing woes. It's also the perfect setting for Black 
Dahlia, an intriguing and horrifying adventure 
game. Combining the best elements of a 
Godfather movie with the paranormal intrigue 
of X-Files, gamers rediscover history through the 
eyes of a green, skeptical, inquisitive detective 
unsatisfied with official facts. 

Players begin the game relegated to an 
abruptly abandoned office of the COI headquar- 
ters, a fitting treat for naively buying off on 
recruiting promises of adventure and espionage. 
Investigating complaints of Nazi coercion hardly 
constitutes the thrill ride you were expecting, 
but things heat up quickly when the initial inves- 
tigation uncovers your predecessor's less than 
amicable departure. As the facts roll in, the 
sleuthing trail veers from mundane paper push- 
ing to pavement pounding in search of the 
feared Torso Killer. 

Most of the game mechanics of Black Dahlia 
follow conventional rules of adventure gaming. 
Players click from node to node, with 
pertinent items highlighted for closer 
inspection at each stopping point. The 
viewpoint can be swirled 360 degrees 
in the horizontal plane, and marginally 
shifted in the vertical direction. In a tip 
of the hat to Armed and Delirious and 
Temujin, items and objects in the 
game can be dragged or pulled in 
addition to the standard selection and 
inspection options. As new places to 
visit become available, a snapshot of 
that location appears in an easily 
accessible world map. Thanks to this 
central navigation scheme, switching 
between locations occurs instantly, 
which completely eliminates the 
drudgery of backtracking. 

The visuals make heavy use of a 
light greenish tint to reinforce a rustic, 
old-fashioned look. The movie sets 
bask in the lore of the 40s, exploiting 
old electric fans, wallpaper patterns 
common to that era, and a host of 
other props for mood and effect. A 
discerning eye will immediately rec- 
ognize subtle but clever background 
amenities like authentic newspaper 
clippings and bulletin boards adorned 
with original artwork. From a techni- 
cal standpoint, Black Dahlia does 
absolutely nothing unprecedented, 
but it still meets sensible expecta- 
tions, using the latest equipment to 
generate high quality photography. 


More importantly, the 
game feels polished, 
refined, and finished, 
which isn’t always a 
given anymore. 

Along the journey, 
the list of encountered 
characters includes 
Nazi sympathizers, infa- 
mous members of the 
underworld, and folks 
just caught in the 
wrong place at the 
wrong time. Dennis 
Hopper (whose acting 
accolades include 
Hoosiers, Speed, and 
Waterworld) takes on a 
brief but compelling 
role as Agent Pensky, 


games 60 locations 
your predecessor and a 





This wonderful desk helps you shuttle instantly between the 





man tormented by evil 

dreams as a result of investigating the very case 
you're currently working on. In contrast, the per- 
formance by aging actress Teri Garr (it’s pretty 
obvious who gave up Oil of Olay for Lent) ranks 
just a notch above sad. Even Becky Brown does 
much more believable work playing the stoic 
role listed in the credits as “Severed Head #3”. 





“You mean, my father really was a Jedi vacuum cleaner salesman?” 





Historical photographs taken from archives weave reality 
with fantasy 


Take 2 fully tapped the unique advantages 
garnered from designing games of this era and 
subject. The ability to entwine true historical 
facts among threads of supposition and specula- 
tion leaves players to ponder the validity of dif- 
ferent information obtained from witnesses and 
suspects. At times, you may even find yourself 
second-guessing what you've been 
taught about American history in the 
real world. The game fully immerses 
itself into the time period it repre- 
sents, interjecting news clips and ref- 
erences to famous events for further 
reinforcement. At one point, a jarring 
announcement is made that Pearl 
Harbor has been bombed. It even 
goes as far as to poke fun at a popular 
radio show contemporary to the time 
period. Interaction with notorious 
members of the mob gets downright 
personal when the famous Louie the 
Fish turns up in a bit part (that is, bits 
of him are found scattered across the 
city). A hard-nosed Eliot Ness, whose 
exploits inspired the movie The 
Untouchables, dampens your investi- 
gation with his general lack of con- 
cern and bumbling staff members. 

If you enjoy sneaking up behind 
your bed while you're peacefully 
sleeping and yelling “BOO!” to scare 
yourself awake, then you're the per- 
fect target for this game. Black Dahlia 
delivers a savory festival of terror and 
suspense. As an experiment, play for 
just a couple hours with lights 
dimmed and other distracting stim- 
uli stifled. Suddenly, the usually 
ignored creaking sounds magnify to 
a thunderous decibel in your mind. 
Distinct howls from the neighbor- 
hood canine riff raff seem like blood 
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curdling wails. The sudden purr of your CD-ROM 
drive sends your esophagus diving into the safe 
confines of your ribcage before you realize what 
happened. The sense of horror increments in 
gradual stages, beginning with the realization 
that a horrific killer runs loose in the city of 
Cleveland. The Torso Killer might be a maniacal, 
bloodthirsty, devilish individual devoid of con- 
scious, but giving credit where due he is at least 
a tidy psychopath. Time and again, his victims 
turn up hacked to pieces, yet meticulously 
scrubbed squeaky clean before dispersing the 
remnants across the crime scene. Even worse, 
the perplexing connection between this mur- 
derer and the Nazi underground becomes 
apparent as the game progresses. Further on, 
the entire scenario takes a sudden and mystical 
turn that displaces the fear of Hitler and his SS 
henchmen with the fear of something exponen- 
tially more terrifying. 

You'll need to tip your CD drive after prod- 
ding it through the entire adventure. 
Fortunately, a stylish and sturdy cardboard case 
keeps the entourage of eight CD-ROMs easily 
accessible and well protected. Since the game 
divides into separate chapters (six- 
teen in all), disk swapping is 
reduced to an absolute minimum. 
Saving your game also stores a 
thumbnail photo of your current 
point in the game, making it easy 
to remember where you left off. 

The sheer number of interroga- 
tive situations, tasks, and static 
puzzles in Black Dahlia dwarfs 
many of its peers. Puzzle styles vary 
dramatically in their design, from 
piecing together cryptic jigsaw 
puzzles to the infamous and blasé 
lever pulley sequences (actually, 
there are several in the game). 
Some exist solely to stump and dis- 
tract, and a few simply rely on trial 
and error rather than thought to 
complete them. Others, thankfully, 
have actual purpose and context 
with respects to the unfolding 
drama. The puzzles don’t seem to 
increase in complexity as players 
pursue the final “Uber-puzzle” 
every adventure game seems to 
require. Difficult and mind-numb- 
ingly easy quests live side-by-side, 
scattered through the game with 
no tangible sense of escalation. 
Background imagery plays a vital role in solving 
almost every puzzle, putting a deliberate 





Some folks age gracefully. Others, like Teri 
Garr, just age 





The detective hates you 
almost as much as he 
hates finding severed 
organs in his precinct 


They’re so cute together. 
Too bad he’s a serial killer 
and she’s the next victim 
up for bid 


Lots of vintage equip- 
ment, like this old time 
radio, was used for 
added effect 





“Pleased to meet you, 
Monica. Now if you'll 
excuse the president 
and me...” 








emphasis on thoroughly scouring every location 
for anything out of the ordinary. 

The two most noteworthy shortcomings of 
the game arise from completely different direc- 
tions. On the one hand, the rampant gore, occult 
activities and spooky situations won't appeal to 
the queasy. Many players will not appreciate the 
shock factor of watching a young child deliver- 
ing a severed head in a cardboard box to the 
protagonist. After all, everyone knows that paper 
products harm the environment, and Take Two 
should have considered plastic instead. In a 
gruesome, chilling display of viciousness, the 
Torso Killer merrily hacks your friend and inves- 
tigative compatriot into shreds with a meat 
cleaver while you watch, powerless to assist. 
Expect almost no break from the serious over- 
tones surrounding the game (except for one sly 








little addition. Try spinning your 
view rapidly around for several sec- 
onds to observe a humorous Easter 
egg). From the unassuming begin- 
ning to the terrifying finish, dread 
and gloom are faithful companions 
in your party, traveling with you 
through the entire ordeal. 

In regards to its puzzles and 
overall design, Black Dahlia takes a 
walk on the mild side. Sure, it's 
tough to refute that there truly is 
safety in numbers (sales numbers 
that is...), since sticking with tried 
and true design formulas mini- 
mizes the possibility of a title flop- 
ping. Hence, you'll see little risk- 
taking here. As generally well writ- 
ten as the dialogue is, some of the 
predictable lines and clichés read 
like the gaudily adorned walls of 
Godfathers Pizza joints. Chiming in 
during intense moments with 
mimicked lines you just knew were 
coming next tends to limit the sus- 
pense of a gripping scene. Both 
complaints do little to stifle the 
overall enjoyment of the game. 

With a host of interesting twists 
on historical events, and a few creative surprises 
of its own free will, it’s difficult to not recom- 
mend Black Dahlia to any adventure gamer with 
a genuine appreciation for a well-crafted tale. 
Given the sinister ramifications of your failure in 
this game, it’s welcome reassurance to know 
that the series of events in Black Dahlia, even if 
they are flavored by actual facts, are mere fic- 
tion. Or... gulp... are they? -Tim Royal 





Black Dahlia 

Take 2 Interactive * www.take2games.com 
Requirements: DOS, Windows 95, 9OMHz 
Pentium or higher, 16MB RAM, 4X CD-ROM 
Multi-player: None 
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Less hype. More substance. 


Weird 


No frills, but plenty of chills 


he production values are dated, the con- 
T tent is often cheesier than a head of old 

limburger, and the stand-alone puzzles 
are easier than Madonna in the mid-eighties. 
So what is it, precisely, that makes Weird so 
oddly compelling? 

A few answers come to mind. Cats with three 
eyes and dogs with two heads, for example, dis- 
played in disturbingly vivid color photographs. 
Recipes for preparing your very own shrunken 
head (you provide the head), with step-by-step 
instructions. Essays about bizarre real-life phe- 
nomena like the Rat King, in which a dozen rats 
break the bones in their tails and then entwine 
them, for unknown reasons. And just about every 
other off-kilter, macabre thing you can think of: 
alien abduction, cattle mutilation, spontaneous 
human combustion, crop circles, Easter Island, 
shrunken heads, precognition, the Loch Ness 
monster, mermaids, and so forth. 

Weird is less an adventure game than a digital 
museum filled with multimedia exhibits. Wander 
around a Myst-like environment, clicking on 3D 
icons to see some pictures, read an essay, watch a 
slideshow with narration, and/or watch a video- 
taped interview (with quasi-respectable figures 
like Roy Stemman, editor of Reincarnation 










An interface shroud- 
ed in Myst 


Bring your umbrella; 
paranormal precipi- 
tation ahead 


International, or Jonathon Downes, renowned 
cryptozoologist). There are some titillating 
nuggets of information to be found en route, like 
the myth that Finnish mermaids had breasts so 
long they could throw them over their shoulders, 
but there are also plenty of disturbing images and 
thought-provoking tales. Then, of course, there's 
the cheese. Disposable superstitious puff pieces, 
like one about Sir Alec Guiness’ premonition of 
James Dean’s death, detract considerably from the 
whole. The puzzles also leave a lot to be desired; 
to get from one area of the game to the next you 
can play a game of Simon or try a bunch of doors 


until you find the one that opens. Ho-hum. 

Fans of the true-life horror genre, however, 
will forgive Weird its myriad faults. Much of the 
writing is in-depth and intelligent, and the major- 
ity of the photographs aren't fit for minors or 
people with weak stomachs (that’s a plus). All in 
all, the weirdest thing about Weird is that this no- 
frills disc manages to produce some genuine 
shivers. John Altman 





Weird - Truth is Stranger than Fiction 
Global Star Software Limited 
Requirements: Windows 95, 486DX2/66 or 
higher, 8MB of RAM, 2X CD-ROM 
Multiplayer: None 





U.F.0.s 


A sausage’s life in the Ozarks 


hogs slop noisily in their barnyard deep in 

the Ozarks when, before they can oink “By 
Jiggety,” a space ship crashes into their pen. 
They huddle in fear. Out steps a purple one- 
eyed sausage. It’s you. You are Gnap, sausage 
from another galaxy, whose intergalactic cruiser 
is in serious need of repair. Picking up spare 
parts and fleeing the Ozarks is the main quest of 
this offbeat adventure from H+A Entertainment. 


FI t's the 1970s. An unsuspecting group of 


— tT. % 
Begins with the one-eyed sausage metaphor 
and descends from there 





Shortly after landing, you acquire a 
platypus companion whom you may 
control to intervene in certain situations, 
a la Torin’s Passage or Sam & Max Hit the 
Road. This convention adds some depth 
to what would otherwise be a bit of one- 
dimensional point ‘n’ click fun. The game 
is short, linear and straightforward, with 
some cleverly designed puzzles, and a 





Incontinent elephants boost stock prices for Depends 





few unfortunate arcade sequences 
(which cannot be bypassed by the coor- 
dinately challenged). 

There are some design flaws (hotspots that 
appear only when they are necessary) and the 
sound track is often annoying (a muddy 
sound mix and characters who reiterate the 
same annoying phrase ad nauseum). But over- 
all, there is some real genius contained here- 
in—a certain amount of hilarity that cannot 
be denied. The artwork and characterizations 
are sublime; warped and whimsical, with the 


irreverence of a Ren and Stimpy or a South Park. 


Bathroom humor abounds, as do low-slung 
trousers displaying ample butt-cleavage. The 
game is recommended for ages 13 and up. 
While U.F.O.s certainly doesn’t contain the 
slickest production values in today’s market, 


you'll forgive it its flaws as you watch the 
sausage and the platypus romp through barn- 
yards, gay bars, supermarkets, circuses and 
toy stores. You'll even forgive the arcade 
sequences when the final one tops out as a 
tongue wrestling competition. Anyone tickled 
by the rude and offensive should definitely 
open the sausage casing and jump right in. 
-Cindy Yans 





U.F.O.s 

H+A Entertainment + www.h+a.com * 
Requirements: Windows 95, Pentium, 16MB 
RAM, 4X CD-ROM * Multiplayer: None 
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M1 Tank Platoon Il 


The former king wears a tarnished crown 


he former king of the tank 
T games, M1 Tank Platoon, has 

grown aged and has been forced 
to abdicate. Pretenders to the throne— 
Armored Fist and Armored Fist 2, and 
iM1-A2 Abrams—have failed to unseat 
him, but the march of technology has, 
so it’s time for his progeny, in the form 
of M1 Tank Platoon Il, to attempt to 
assume the throne. At first blush, all 
looks well. The pedigree is certainly 
there; not only is this the “official” M7 
Tank Platoon heir (iM1-A2 is the king's 
bastard child; designer Arnold Hendrick 
worked on both games), it was devel- 
oped at the same studio as the original 
and even shares a designer/developer 
with its predecessor in the person of 
Scott Spanburg. Then there’s the train- 
ing for the kingship: modeling of the 
more capable M1-A2 and use of PCs far 
more powerful than those of almost 
nine years ago. All of this and more 
ensures that the new monarch does 
indeed deserve to inherit the title of 
king of the tank games, but unfortu- 
nately it’s not without qualification—a 
closer look at his majesty reveals some 
tarnish on his crown. 

The hefty box opens to reveal hard- 
core sim fan's delight—a wirebound 
(bless you, MicroProse!) manual larger 
than that included with Longbow 2. It's 
chock full of all kinds of meaty informa- 
tion on various vehicles and weapons, 
discussions of doctrine, and unit tables 
of organization. Unfortunately, the actu- 





The game running with 3Dfx... 





«and without 


tougher (there are no difficulty settings 
for single battles). Overall, these pre-made 
battles are the most interesting you'll 
encounter in the game—it’s too bad there 
aren't more of them. 

The game has five campaigns: Gulf War 
Il, North Africa, Far East, Moldavia, and 
good ol’ World War Ill Revisited. This is the 
one point of the game where you can 
choose difficulty settings. The shift from 
Easy to Normal is surprisingly steep, espe- 
cially as the player's technological advan- 
tage in the M1A2 is more than offset by 
several Hinds (plus ground forces that can 
be the size of a reinforced battalion). The 
operational level of these campaigns is 
bizarre—a single division (broken into 
four component units) against four 
opposing force (OPFOR) armies?—but 
that's of little concern to the gamer as 
you're basically just watching at this level 
(you don't do anything directly—your 
path is always generated for you). 
Unfortunately, the missions in a campaign 
can become repetitive. 

Multiplayer supports up to five gamers. 
Players can either be assigned to com- 
mand tanks within the host's platoon or 
one of them may be assigned to control 
the OPFOR. Unfortunately, there is no 
option for human players to assume dif- 
ferent positions in the same tank, some- 
thing no tank sim has yet done. 
MicroProse’s stated support (on the box, 
but not in the manual) is only for LANs 
and modem or direct connections; you 
can try to play via the Internet but 





al game mechanics are discussed, inad- 
equately, in just the first 60-some pages, and 
many descriptions are incorrect, or of features 
that didn’t make it into the game. 

The game settles solidly onto the throne of 
your hard-drive, taking up some 200MB for a 
normal install (and well over SOOMB for a full 
install—and it still requires the CD to start the 
game). The king smiles his flashy intro video 
and speaks in his rock ‘n’ roll background music 
voice; all well and good. Last year, during the 
game's development, the team was aiming at 
getting it working on a 90MHz Pentium, then a 
100MHz machine, then a 120MHz machine or 
so. Unfortunately for low-end owners, require- 
ments grew even further; the game now needs, 
at a minimum, a 133MHz Pentium, and 
MicroProse recommends a 200 or better. Even 
with a 3Dfx card the game can sometimes slow 
to an unbearable crawl on the minimum 
machine, even in the 2D map view. 

The game is divided into the expected areas: 
training, single player, or multiplayer. Training has 
two sections to introduce you first to tank opera- 
tions and then platoon and larger-unit actions; 
these are all good, but a step-by-step walk- 
through of a mission would have been better. 
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Most players will focus on the single-player 
section, which is divided into pre-made or ran- 
dom battles, the campaigns, and a set of player 
battles. The latter are basically interesting bat- 
tles from the random generator or the cam- 
Ppaign; at the end of these battles, players are 
given the option of saving them if 
they found them particularly challeng- 


MicroProse doesn't recommend it. Our 
testing showed the game did work in multi- 
player, but we experienced some quirks. 

Okay, so enough of the game's infrastruc- 
ture—what is the actual gameplay like? First the 
bad news. While relatively stable, the game did 
crash a few times. Several features mentioned 





ing or unique, which is a nice touch. 
The random battle generator is just 
that—it kicks out a purely random sin- 
gle battle. You can’t choose the the- 
ater, nor can you adjust any other set- 
tings. It seems that battle types lean 
towards the offensive—often your 
objective seems to be “destroy every- 
thing in sight” no matter what your 
briefing says. 

Aside from the player battles, there 
are ten pre-made battles, five based 
on actual Gulf War engagements and 
five based on the old NATO-Warsaw 
Pact conflict concept (except with 
‘90s-era weaponry). The Gulf War bat- 
tles are generally good for beginners 





Tanks finding hull down positions in the deceptively 
flat desert 





while the NATO battles are quite a bit 





Two A-10s, to the rescue! 





The armor on the M1 allows it to shrug off quite a bit of fire 


design doesn't really matter; until 
this is fixed a major part of the 
game's promise is unfulfilled. 

Okay, the negatives seem 
legion (and we don't have space 
for them all), but what of the posi- 
tives? Despite the problems, the 
game is actually quite fun to play. 
Unlike negatives, which can be fin- 
gered, this “fun factor” is hard to 
explain—M1 Tank Platoon II takes 
some elements ranging from 
mediocre to “pretty good” and 
comes up with something greater 
than the sum of those parts. 

The one thing that the game 
does better than any other tank 
sim to date—indeed, better than 
many flight sims—is provide 
atmosphere. Visuals, sounds, and 
actions all combine create the 
feeling that you're on a modern 
battlefield. Examples: hearing a 
main gun firing behind you in 
what you thought was a cleared 
area, only to realize that it’s mere- 
ly ammunition in a tank you 
destroyed cooking off ... cresting 
ahill only to come face-to-face 
with the better part of an OPFOR 
battalion ... taking out a Frogfoot 
ground attack aircraft with your 
commander's .50 cal (the .50 cal is 
a lot of fun, but it seems overpow- 
ered). This is one game that 
always gathers a crowd here at 
CGS+, including people who have 
no desire to play the game, but 
who just enjoy watching it played. 

Some gamers complain that 
they can’t drive the tank directly, 





in the manual didn’t make it into the game or 
were decided against; of these, artillery deliv- 
ered smoke and binoculars for the comman- 
der’s unbuttoned view are probably the most 
serious omissions. (MicroProse has no real 
excuse for not holding the game until these fea- 
tures were finished.) Several of the keyboard 
shortcuts don’t work. Short of telling him not to 
fire at all, there’s no way to order the gunner 
not to use precious STAFF and MPAT rounds; 
he'll often waste the important rounds (espe- 
cially MPAT, particularly useful against airborne 
threats) on low-threat enemies. 

There are bigger problems as well. These 
include forests that don’t keep your personnel 
from seeing and engaging enemies through 
them and a fire control system that doesn’t 
automatically adjust for lead. Perhaps the great- 
est problem—at least for those who were want- 
ing a simulation of commanding a tank versus 
one that lets them do it all—is that the designa- 
tion function of the Commander's Independent 
Thermal Viewer (CITV) doesn’t seem to work; 
you can issue engagement orders to your 
heart's content, but rarely if ever does the gun- 
ner seem to follow your orders. MicroProse says 
there're no known bugs in this part of the code, 
but acknowledges that their very familiarity 
with what's going on behind the scenes may 
make apparent to them things that aren’t obvi- 
ous to the rest of us. Whether it’s by bug or 


but this isn’t really a problem. As 
the commander you can issue fairly specific 
movement directives via the keyboard. Even bet- 
ter, the Al is quite adept at finding hull down 
positions as long as you, as commander, send 
the platoon to a spot that isn’t, for example, on 
an exposed slope. 

Not surprisingly, gunnery can be a blast 
(sorry), be it controlled from the gunner’s posi- 
tion or via commander's override with the CITV. 
The different rounds perform within realistic 
bounds (or at least with realism that’s good 
enough for gaming work). For example, you 
can send sabot rounds through a soft-skinned 
or lightly armored vehicle without causing any 
obvious damage, leading you to sometimes fire 





The detritus of battle 











M1 Tank Platoon II 
MicroProse * www.microprose.com * 





The gunner looks out on a cloudy day—time 
for thermal imaging 


In multiplayer the OPFOR commander controls 
his forces from the map view only 


The commander’s cockpit position should let 
you pretty much control the tank from one 
spot, but because of problems with the CITV 
view it doesn’t 





several rounds at an already dead target— 
something not at all uncommon in armored 
warfare, Even the visuals look right—a sabot 
bouncing off a glacis plate sends up a shower 
of sparks, and the top-attack STAFF round 
looks just like Army footage of such rounds. 

So, there’s much disappointing in the new 
king, but there’s also much to admire. What's a 
member of the tank sim court to think? This 
particular member still enjoyed himself despite 
the flaws, but if | were with the MicroProse 
royal family I'd be looking nervously at those 
other royals over at Jane’s. -Scott Udell 





Requirements: Windows 95, 133MHz Pentium 
or higher, 16MB RAM, 2X CD-ROM + 
Multiplayer: 2-5 players; LAN, modem, serial 
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Sie 


5 
, 


tra’ Title! 


et a Sierra On-Line title from a 
selection of 28 top titles the first 
time you use your Sierra On-Line 
MasterCard® credit card for a 
purchase or cash a 


Plus! 

10% discount on all Sierra 
On-Line purchases when you 
use your new Sierra MasterCard® 
credit card and order directly 
from Sierra On-Line. 


1% rebz 

make w our Sierra On-Line 
MasterCard® credit card. 
Redeemable as $20 coup 


NO ANNUAL FEE. 


Low introductory Annual 
Percentage Rate (APR) on cash- 
ad e checks and balance 
transfers. 


Toll-free 24-hour Customer 
Service 365 days a year. 


1-800-821-874 


or complet hed ion. 
Mention priori 


Star Trek Pinball 


Dammit, Jim! I'm a doctor, 





not a programmer! 


aptain Kirk would not approve. 
C Somewhere along the line, Interplay, 
apparently intent on milking their Star 
Trek license for all it’s worth, decided what the 
world really needed was a pinball game based 
around the classic Star Trek characters. Pinball 
can be done fantastically on the PC (see Balls of 
Steel), but it can just as easily be done really, 
really badly. We all knew this, right? Did anyone 
really need proof? 
Ah, but this is Star Trek after all, a franchise to 
which some devotees are so attached that they 
go to extraordinary measures to roleplay their 





It’s head-to-head Star Trek Pinball, about as extensive as 
the multiplayer options get here 


favorite fictional, foul-mannered 
aliens—from spending three hours 
applying pancake, latex and fake 
hair, to buying CDs that will enable 
them to learn the appropriate fiction- 
al, foul-mannered language. Given its 
popularity, it’s easy to see why some- 
one would think a pinball game 
based off it was a good idea (indeed, 
there are real pinball machines in the 





Trekkie’s Unite! It’s Kirk’s celestial conquests spread out 
ona single table! 





arcade with just such a theme). 

Star Trek Pinball includes three different 
tables replete with Trekkish overtones. “To 
Boldly Go” features a young William 
Shatner surrounded by voluptuous 
alien babes, while the Klingon 
themed “Qapla” table (which ironi- 
cally means “success” in the Klingon 
tongue for those of you who 
missed the last convention), er, 
doesn’t. The “Nemesis” table is, 
according to the description, “the 
ultimate battle between the 
Federation and the Klingon 
Empire.” Compared to what? 
Starfleet Academy? And it would 
have been great, Trekkie fun, but 
for one minor nag; it’s awful. 

The pinball table is at a terrible 
angle meant to imitate the real 
thing, causing the ball to disappear 
when it goes to the back. The 
graphics aren't especially sharp, 





thus compounding the awkward angle prob- 
lem. The sound effects are annoyingly repeti- 
tive; it’s as if they couldn't get enough quotes 
from the show so they had to keep re-using the 
ones they had. Over and over and over. These 
flaws could be forgiven if the physics were 
here. Instead, even when the ball should be 
speeding all over, it almost feels like the tables 
are in sludge. 

The game simply doesn’t feel like real pin- 
ball. It’s more like a cheap imitation sent over 
from an alternate universe. And in the end, the 
whole thing is, as Spock might say, “highly 
illogical.” -Jason D’Aprile 


KKH 


Star Trek Pinball 

Interplay * www.interplay.com * Requirements: 
DOS, 90MHz Pentium or higher, 16MB of 
RAM, 2X CD-ROM + Multiplayer: 2-4 players, 
same machine 
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Is it a train traffic control 
simulator or a railroad 
computer game? 


Download the demo version of Train Dispatcher 2.0 from 
our web site at http:/Awww.usaor.net/signal and you too 
can enjoy the fun of maneuvering high speed passenger 
trains around slow moving freights in a frantic attempt to 
keep them on schedule. 


Train Dispatcher 2.0 comes with 5 track territories to pro- 
vide you with a wide variety of challenging traffic control 
scenarios. Additional track territories can be purchased, 
and 25 free territories can be downloaded from our web 
page or purchased on diskette for only $5.00. 


With Track Builder you have the added flexibility of de- 
For Windows 3.1 & Windows 95 __ signing your own track territories and train schedules (real 

Comes on a 3.5 inch diskette or fictitious) to simulate with Train Dispatcher 2.0 or 
Train Dispatcher 2.0 $44.95 change the track territories we included. 


Track Builder 2.0 $64.95 

Train Dispatcher 1.0 $19.95 

Territory Disk (contains 25 territories) . $5.00 SI GNAL Comp! uter Consultants 

Shipping (US). Hoa P.O. Box 18445, Pittsburgh, PA 15236 

il eo ta cocecn citiisna eee ; Tel 888 872-4612 (toll free) or 412 655-1884 
Fax 412 655-1893 E-mail signal@usaor.net 


PA residents add 7% sales tax 
Dealer and Store Inquiries Welcomed Mastercard/Visa/Discover/Checks accepted 
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Sticks of joy 


Three controllers for three different needs 


























ecause you can never have enough con- 
& trollers for your PC (or is that you never 

have the right controller), this month 
we'll take a look at three more devices designed 
to make your gaming more enjoyable... or at 


least make your wallet a little lighter. 


Complete control 

Full-figured flight sim setups have generally 
been reserved for the realm of the hardcore 
flight simulation enthusiast. While usually 
pricey, the advantage of having a programma- 
ble joystick, throttle, and rudder pedals is that 
they go a long way to making you feel like 
you're really sitting in the cockpit. But more 
importantly, they give you easier, more natural 
access to and greater control of your games. 

For the budget-minded looking to dive into 
flight sims, ThrustMaster’s new Flight System 
may be the solution. The Flight System is com- 
posed of three components: the Top Gun 
Joystick, the Elite Rudder Pedals, and the Attack 
Throttle. Though not as feature-laden or as 
capable as ThrustMaster’s F-22 Pro Joystick and 
F-16 TQS throttle, the Top Gun Joystick and 
Attack Throttle are still effective controllers. 
The throttle comes with four buttons and a 
three-position switch while the joystick has a 
four-way hat switch and four buttons. 

The setup is numbingly simple. The throttle 
plugs into the computer's game port, then the 
rudders plug into the throttle and the joystick 
plugs into the throttle. Pop in the CD and let 
the software install itself. The digital Attack 
Throttle also translates the analog inputs from 
the joystick and pedals, eliminating drift and 
delay, and the included ThrustMapper utility 
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allows users to program the various buttons on 
both the joystick and throttle. 

While each of the components is sold sepa- 
rately, the Flight System comes with the full ver- 
sion of Sierra Pro Pilot as well as demo versions of 
WarBirds and Joint Strike Fighter. Jason Ocampo 


Who’s got the button? 

As games get more complicated, gamers look 
for ways to master the explosion of keyboard 
commands and control inputs. Short of evolv- 
ing a second pair of hands (and evolving them 
far more rapidly than Darwin would approve 
of), technology seems to be the best solution. 
One gizmo that might meet the needs of the 
digitally-challenged is Saitek’s PC Dash, a com- 
bination bar-code reader, keypad, and key- 
board emulator. Connecting through the key- 
board port (a pass-through connector is pro- 
vided), the PC Dash is a 5x7 grid of membrane 
keys, framed in a heavy-duty plastic panel 
which itself sports five more buttons of various 
shapes and a gamepad directional controller. 
What makes it special is the ability to insert dif- 
ferent, bar-coded paper overlays under the 
transparent plastic film covering the keys. With 
a flick of the wrist, the bar-code reader scans in 
the settings from the overlay, and it’s custom 
game controller time. 

But wait, there’s more! PC Dash comes with 
software that allows users to create, edit, and 
print their own overlays. Windows 95 users can 
bypass the bar-code reader entirely and simply 
download the command set to the unit, so a 
printer isn’t really necessary (but nice unless 
you can memorize 35+ commands on a blank 
panel). Commands can be stacked, shifted, and 


[1] The PC Dash, in all its glory; [2] The programming interface is complex, but relatively easy to 
grasp; [3] Saitek X7-38; [4] ThrustMaster Flight System 


otherwise configured so that virtually any 
sequence of keystrokes is programmable. The 
unit comes with some game demos and a 
number of overlays, not only for games like 
Quake, Tomb Raider, Jet Fighter Ill, and the like, 
but also for Civilization II and, gulp, Microsoft's 
Word. Actually, the programmability and layout 
of the PC Dash makes it a great choice for cus- 
tomizing business software, as well as for mak- 
ing complex sims easier for those lacking funky 
throttle setups. For pure action gamers, 
though, it’s a bit of overkill. -Robert Mayer 


Inexpensive, not cheap 

Also from Saitek is the X7-38, an inexpensive 
four-button joystick with a large throttle con- 
troller. Utilizing the same high-quality plastic 
found on their pricey X36 line of flight sim con- 
trollers, it feels more expensive than it really is 
(it's SRP is $39.95). 

Ergonomically speaking, the handle has 
cutouts for your fingers, and of the three peo- 
ple who tried the stick, one found it uncomfort- 
able. The button placement is decent, though 
the action is a bit noisy (click, click, click). The 
throttle is enormous, which makes the stick a 
bit weird looking, but the action is a lot 
smoother than it is on the Microsoft 
Sidewinder joysticks. As with the similarly- 
priced CH Gamestick, the design of the stick is 
symmetrical, meaning lefties may find it to 
their liking (though the throttle is on the left). 

Overall, there’s nothing that really stands 
out with the X7-38, nor are there any glaring 
weaknesses. Action gamers interested in yet 
another way to shoot down TIE or Kilrathi fight- 
ers may find it to their liking. -Steve Bauman 





e A lethal combination of Premium Joystick 


THE ROYAL SEAL OF APPROVAL 


"If you wanna crack skulls with the big boys, 
the Panther XL i is the weapon of choice." 


-John Romero 


Chairman: ION STORM 
CO Creator: DOOM and QUAKE 
Creator: DAIKATANA 













Let Them Eat Cake: 


and Optimized Controlball. 
Intuitive 360° independent move-and-aim control. 
17 fully-programmable buttons and dial throttle. 
Supports all the hottest 3D first-person games. 


Functions as a premium digital flight stick for all Win 95 games. 
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d Catz™, the Mad Catz logo an é } 


of Mad C: 










All oth 


When John 
Romero gives the 
thumbs up to our two-fisted 

killing machine, we know we did 
something right. Reach for the 

Panther XL--the fastest way to strafe, frag 
and bomb your way to total domination. 

Remember: absolute power doesn’t 

corrupt...it makes you the King. 


By any means necessary 


EB. 
Panther XL ' —=— | 
registered trademarks are property of thelr respective Ownarh Babbage's ps www.madeatz.com 


Grue’s Lair 


The sweet mysteries of life 





























lack Dahlia is one of the most viciously 
& difficult adventure games to come along 

in some time, and few players will escape 
the experience without becoming seriously 
stuck at least once. Agent Pearson's predecessor 
did not leave a lot to go on when he... parted 
ways... with the C.O.|.—read on if you need a 
few pointers to get your investigation started. 

The first thing you are likely to notice is the 

fact that Agent Pensky’s left his office in a bit of 
a mess. It might be worth your while to look 
around a bit, peruse some files, and make your- 
self at home. Agent Pensky left a list of things 
to do in the right-hand drawer 


[top to bottom] 


Solutions for the musically 
impaired: red, yellow, blue, 
white, red, yellow, green 


Once you have assembled 
Strauss’ window, use the 
desk lamp to illuminate the 
family names behind the 
crests 


Lou Fielding... now where 
have you seen that name 
before? 








of his desk. After reading the 
list, place it back in the drawer 
and then move it aside by 
dragging it with the mouse. 
Agent Pensky must have been 
in quite a hurry to leave with- 
out his sidearm—you had best 
take it and keep it safe for him 
for the time being. You might 
want to take a closer look at 
the pistol once it is in your 
inventory as well. Remember 
that some things can be moved 
by dragging them with the 
mouse. If all goes well you 
should be able to get into that 
locked cabinet in the bookcase. 
Perceptive players will note 











that Dr. Strauss’ name appears 
on more than one of the items 
in the cabinet. 

Cracking the FBI's blacklist code is easier 
than it looks, and Pensky has already done 
much of the work for you. Keep in mind that 
phone numbers in the 1940s are only six digits 
long, and are usually presented in the form of 
three letters (the exchange) followed by three 
numbers (the extension). If you visited 
Detective Merylo’s office and perused his book 
of mugshots, you probably have a sheet of 
Finster letterhead in your inventory. Compare 
the phone number on the sheet to the code 
next to Finster’s name on the blacklist, and take 
a good long look at Pensky’s code-cracking 
notes. A little addition and subtraction should 
give you Dr. Strauss’ phone number. Why don't 
you give him a call? 

Before visiting Helen at the Museum, you 
will want to find those artifacts that Dr. Strauss 
mentioned in his note. The evidence indicates 
that Pensky was in a hurry when he left— 
assuming that he did not take the artifacts with 
him, where might he have hidden them? Based 
on what physical evidence you can find, what 
was one of the last things Pensky did before he 
disappeared? A little deduction might shed 
some light on the matter. 

Tracking down Louie is largely a matter of 
sorting through his various aliases. You will 
need to know his real name before you can call 
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bypass them with the following solutions... 

The domino puzzle in the Linsky home can 
be solved by placing the dominos in the fol- 
lowing order: top row- 4, 11, 6; middle row- 9, 
7,5; bottom row- 8, 3, 10. The numbers run- 
ning down the left column of the solved puzzle 
are also the combination for the safe in Linsky’s 
warehouse. 

How many times have you placed hints to 
an important combination or code lying 
around for anyone to find? Never? Apparently 
you are more cautious than the characters in 
Overseer. To open the safe at the Fresno 
address, compare the information you find in 
the day planner to the time zone map on the 
wall. The correct sequence is 1—San Francisco 
6:00pm, Paris 3:00am, Sydney 12:00pm; 2—San 
Francisco 5:00am, Paris 2:00am, Sydney 
11:00pm; 3—San Francisco 3:00pm, Paris 





him, and Dr. Strauss’ stained glass window can 
help you there. Remember that many German 
immigrants Americanized their last names 
when they came to this country... 


Puzzled? 


Nothing enhances the flow of an adventure 
game more than a good maze or jigsaw puz- 
zle... or perhaps not. If you find some of 
Overseer’s logic puzzles to be more of an annoy- 
ance than an amusement, you might want to 


12:00am, Sydney 9:00am. 

In a similar outburst of illogic, the otherwise 
clever Gideon has left hints to the combination 
for his war room security panel hidden in the 
mis-marked balls on his pool table. The correct 
combination is as follows: top—1, 6, 4, 7; bot- 
tom—3, 8, 2, 5. It just goes to show that even 
geniuses can be forgetful... then again, a real 
genius probably would have written the com- 
bination down on a piece of paper and put it in 
his pocket. -Benjamin E. Sones 


Cheat Thrills 


Sorry, your local game store won't let you return this column 


By Geoff Stratton 





Wing Commander: Prophecy 
Today's special. Comes with a choice of complementary soup or salad, both 
of which are free because you have to make them yourself in Ultima Online. 
In the meantime type these during flight: 








Heavy Gear 
I'm not MechWarrior 2...l'm not MechWarrior 2...no, MechWarrior 2 was 
actually fun. Hold down <Ctri-Alt-Shift> and type these: 


MORETUNES 
GOODTARGET 
ALSWANTSMORESHIPS 
DYNOMITE 

<F12> 

<CTRL-I> 

<CTRL-C> 

<CTRL-K> 


Enables music 

Enables turret-like controls 
Fly enemy ships 

Enables the following cheats: 
Destroy target 

No internal damage 

Toggle collisions 
Self-destruct 


BEDOUINPRINCE 
CHECKMATEIN2 
HESBACKANDHESGOTAGUN 
DEPLIKESPUDDING 


Invulnerable 
Automatically win mission 
Unlimited ammo 


Free-eye mode (use <Ctrl-Arrow> keys) 


Excalibur 2555AD 


Too bad there isn’t a code to turn this game into Tomb Raider. Hit <ESC> to 
pause the game, hold <F12> and type the following on the arrow keys: 


UP, UP, RIGHT, RIGHT, UP, UP, UP, UP Unlock all doors 
UP, UP, UP, LEFT, LEFT, LEFT, LEFT, LEFT Full health 
UP, UP, LEFT, LEFT, RIGHT, RIGHT, LEFT, LEFT Max. sword upgrade 
LEFT, RIGHT LEFT, UP, RIGHT, UP, UP, UP Level skip 


Entrepreneur 
To make this a more realistic business simulator, cheat. Think of it as a 
“white lie” on your tax forms. To activate a cheat, hit <TAB> to send a mes- 
sage, then type: 


ZEROPERCENTINTEREST $10 million 
NOMONEYDOWN $100 million 
UPMYSLEEVE Free card 

IMPRESSME Finish research 
ISEELONDONISEEFRANCE Research entire world 
IDKFA Max resources 
FEELTHATMOJORISING Increase resources 


Shanghai: Dynasty 
Oh boy, more puzzles. You Don’t Know Shanghai: Dynasty TV Edition is com- 
ing up next. Anyway, try this: 


Create a file in the game's directory called “cheater” (the file’s contents 
don’t matter). Start a new game of Shanghai or Tournament (not 
Pandemonium or Dynasty). Press <Ctrl-Y>. Keep pressing the spacebar to 
remove pairs of tiles. Don’t use the mouse to click on tiles; the game cre- 
ates a guaranteed winnable path and needs the use of the spacebar to 
follow the path through. 
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Hot CH Products! 





CH PRO THROTTLE (Hardware) 
CH Products Release Date: Now PC 





CH RACING SYSTEM (Hardware) 
CH Products Release Date: Now PC 


CH F16 FIGHTERSTICK (Hardware) 
CH Products Release Date: Now PC 


“FALCON 4.0' Pilot an F-16 in a 
real-time war in this multiplayer 
air combat simulation set in the 
Korean Peninsula. Superb 3-D 
photorealistic, Al, texture-mapped 
graphics and detailed models of 
F-16 avionics, weapons and 
threats. Play options include: 












Dogfight, Instant Action, 
Campaign Mode, & Tactical 
Engagement. 


Microprose (Simulation) 
Release Date: 6/98 
Pc CD 


‘DIAMOND MONSTER 
SOUND M80" Hear the 
full roar of jet engines, 
the crunch of approach- 
}| ing footsteps, the angry 
grow! of alien beasts! 
Delivers an all-encom- 
,| passing positional 3D 
gaming experience that 
| allows you to hear mul- 
| tiple sounds simultane- 
‘ously from any point in 
Diamond (Hardware) 3D space. Features 
Release Date: NOW 
PC 


“DIAMOND SUPRA 
SONIC II’ Two 56k 
modems on one board 
for speeds up to 112k! 
Delivers amazing 
speed without monop- 
olizing your second 
phone line. Using 
“Shotgun” technolo- 
gy, the Supra Sonic 
features voice priority, 
allowing incoming 
calls and faxes to ring 
through on your sec- 
ond line. 





Aureal’s A3D true posi- 
tional audio 





Diamond (Hardware) 
HS Date: NOW 


‘DUKE NUKE'M FOREVER’ Duke: 
is back and badder than before in 
this retooled sequel. Making use 


of the Quake II engine, the team at! 
3D realms promises not to disap- 
point with new weapons, new vil- 


lains, new plot set in the lights of 
Las Vegas, and full 3Dfx support. 






GT Interactive (Action) 
Release Date: 6/98 
PC CD 


‘SIN' As the leader of HARD- 
CORPS sec-force. Armed with an 
array of weaponry and pitted 
against mean and ugly mutants, 
you must infiltrate the drug circuit 
and bring it's master mind to jus- 
tice. Driveable vehicles, seamless 
multi-player gameplay over LAN, 


modem, or Internet. Quake 3D 
Engine enhancements include fog 
& water effects, translucent mod- 
els, and improved physics. 
Activision (Action) 

Release date: 5/98 

PC CD 





Tm 
10th Planet 


688i Hunter Killer 
A-10 Cuba 

ACS Marine Fighters 
ACS US Navy Fohtr 
AH 640 Longbow Ltd 
AH-64D Longbow 2 
AH64 Flash Pnt Korea 
ATF 

ATF 98 

ATF Gold 

Absolute Zero 


Across Desert 1941 
Across the Rhine 

Air Cmbt Pactic 1942 
Air Warrior 2 W95 

Air Warrior 3 

Anarchy 

Andretti Racing 
Apache 

Apache Havoc 
Archimedean Dynsty 
Ares Rising 

Armored Fist 2 

Army Air Corps 42 
Assignment Miami 
Brnout Champ Dragreng 
CART Precision Racing 
Cart Racing 

Castrol Honda Superbike 
Comanche 3 
Comanche Gold 
Condemned 


CyberRace 
Cyberstrike 2 
Daytona USA Dix 
Deep Six 

Deer Hunter 

Delta V 

Destruction Derby 
Destruction Derby 2 
&F 20002 
EarthSiege 2 W95 


Controllers 


ACT EagleMax 

ACT Powerramp Cont 
ACT Psychopad jr Gont 
CH F16 Combatstick 


CH Flight Stick Pro 

CH Force FX 

CH Game Card 3 Auto 
CH Gamestick 14 

CH Jane's Combt Stck 


CH Pedals. 

CH Pro Pedals 
CH Pro Throttle 
CH Racing Wheel 


CH Throttle 
CH Virtual Pilot Pro 
CH Y-Cable 
Cybrsttt Cybrstk Pls 


Armor Command 
Battlezone 
Carmageddon 
Carmageddon Max Damg 
Claw 


Dark Forces 
Dark Forces Jedi Mssn 
Dark Frees Jedi Knght 


Dead Unity 


Descent Freespace 

Die Hard Trilogy 

Doom 2 W95 

Dreams to Reality 
Duke 30 Lifes Beach 
Duke 30 Nuclear Water 
Duke Nukem 30 


Duke Nukm 3D Atomic 
Fire Team 


Revease Price 


05/98 


06/97 
11/96 
08/95 
11/94 
06/96 
12/97 
11/96 
03/96 
08/98 
03/97 
11/95 


11/98 
08/95 
06/94 
02/97 
12/97 
02/98 
12/97 
08/95 
09/98 
11/96 
06/98 
10/97 
06/98 
03/91 
04/98 
19/97 
1197 
04/98 
04/97 
05/98 
05/98 


11/93 
08/98 
11/97 
05/98 
02/98 
10/94 
12/95 
1196 
797 
03/96 


Now 
Now 
Now 
Now 


Now 
Now 
Now 
Now 
Now 


Now 
Now 
Now 
Now 


Now 
Now 
Now 
Now 


03/98 
03/98 
07/97 
02/98 
03/98 


03/95 
02/98 
10/97 


04/98 


05/98 
01/97 
06/96 
03/98 
02/98 
02/98 
05/96 


0197 
08/98 


$48 


$46 
$26 
$25 
si5 
$15 
$40 
$25 
$15 
$46 
$12 
$19 


$48 
S16 
$19 
$28 
$42 
S41 
$29 
$10 
$48 
$26 
$46 
$32 
$48 

$9 
S44 
$40 
$26 
$43 
$44 
$45 
$48 


$8 
$39 
$42 
$46 
$18 
$19 
$19 
si9 
$40 
$19 


S44 
$36 
S19 
‘$60 


$50 
$95 
$26 
$60 
$69 


$46 
$80 
$84 
$49 


$65 
$75 
$10 
‘$69 


$39 
$46 
$28 
$40 
$19 


$15 
$24 
$46 


$45 


$46 
$36 
$18 
$40 
$19 
$15 
$19 


$31 
S44 


COMPUTER GAMES: SIMULATION 
























Tme Revease Price = Tre Revease Price 
Extreme Assault 07/97 $29 Lawn Mower Man 12/94 St9 
FAS 03/98 $46 M1 Tank Platoon 2 03/98 $48 
F-16 Agressor 08/98 $48 M1A2 Abrams $12 
F-22 ADF 12/97 $44 MS Flight Sim 98 $52 
F-22 Lightning 2 09/96 $18 MW 2 Add-On W95 $12 
F-22 Raptor 12/97 $32 MW Mercenaries $19 
FIA 18 Korea 1297 $36 MW Mercenaries 3Dfx $21 
F1 Racing Sim 03/98 $46 Man of War $25 
F16 Fightng Falcon 09/97 $28 Manx TT $39 
FA 18 Hornet 3 04/97 $26 Mech 2 Battlepack $32 
Falcon 3 Classic 10/97 $10 MechWarrior 2 5 $19 
Falcon 3 $02 Mig 29 08/93 $5 
Falcon 3.0 1291 $12. Mig Alley 04/98 $46 

Monster Truck Madnss 2 05/98 $46 
Falcon Gold 07/94 $25 10/96 $40 
Fahtng Flen Bck Bodd 07/97 $29 Mot 09/97 $40 
Fighter Duel 2 04/98 $48 Msoft FSS Bizjet Coll 09/96 $29 
Fighter Wing 12/94 $19 Nascar Racing 2 12/96 $38 
Flight Sim ToolKit 12/93 $16 Nascar Racing 2 Mngr 04/98 $25 
Flight Unlimited 2 12/97 $25 Naser Reng 2 Grand Natl Srs 11/97 $30 
Flight Unimtd W95 06/96 $25 Naser Reng W Tick Pck 07/96 $19 
Fiying Corps Gold 02/98 $33 Need Speed Gold 7/96 $24 

Need for Speed 2 SE sag 
Flying Saucer 06/98 $46 Newman Haas Racing $40 
Flying Tigers 09/98 $48 Nuclear Strike $29 
Formula 1 CE 04/98 $40 Outlaw Racers $39 
Formula 1 06/97 $29 Phantom Ace $48 
Front Line Fighters 08/98 $48 Powerboat Racing $42 
G-Nome $22 Precision Approach $9 
Grand Prix Legends $44 Privateer $15 
Great Nav Batt Scene $9 Privateer 2 SE 7 $39 
Grey Wolt $12 Red Baron 2 $29 
Gunship $9 Red Line Racer $42 
Hardwar $46 Redline $46 
Heavy Gear $44 Renegade sto 
Hell Cats Over Paci $44 Riot $45 
Hell Cats: Leyte Gulf $24 SODAOM-Road Racing «12/97 $25 
Hi Octane $15. SU-27 Electmne Bhield 10/98 $46 
Hind Helicopter $25 SU-27 Flanker 2 08/98 $43 
War $55 SU-27 Flanker Msn #1 0797 $15 
Interno $29 Finkr 2 Add-On 09/98 $29 
Jet Fighter 3 $35 7 Squadm Comm Ed 10/97 $25 
Jet Fighter 3 Missn $25 swiv 03/98 $35 
Jet Fighter Platinum 7 $34 SabrAce 10/97 $42 
Joint Strike Fighter $27 Sail 95 04/95 $36 
Last Dynasty $19 Sand Warriors 09/97 $24 

COMPUTER GAMES: HARDWARE 

Cybrstutf Cyberstik NOW $62 TMFLC F16 System Nowst08 
Gravis PC Game Pad NOW $19 TM Flight Control Sys NOW $59 
Gravis PC Gamepd Pro. = NOW $26 TMGPI NOW $64 
Gravis Thndrbrd Jstk NOW $43 TM Game Card NOW $32 
Joyswitch NOW $42 TM Millnm 30 Incptr NOW S69 
Logitech ThndrPad Dig «NOW $20 TM Nascar Racng Whi Nowst25 
Logitech Wingman Xtr NOW $45 TM Phazer Pad NOW $36 
Ltech Cyberman 2 NOW $99 TM Rage 30 Pad NOW $40 
Ltech WingMn Warrior NOW $85 TM Top Gun Joystick NOW $32 
MS Sidewinder FF Pro NOWS148. TM Wiz Pinball Cntr! NOW Sig 
MS Sidewndr Prec Pro NOW $68 TM X-Fighter Jystck NOW S46 
MS Sidwinder Pro Pad NOW $39 X-Treme Command Pad NOW $39 
Mad Catz Panther NOW $44 Modems 
Mad Catz Panther XL NOW $66 
Nintendo PC 30 Joystick © NOW $54 BOCASBKF-MSVD Et  NOWS149 
Novastick Max NOW $12 BOCASGKF-MSVD Int NOWS139 
Space Orb 360 NOW $43. Omd SuprXp 561 SP Int NOWS127 

Omd SupraXprs S6e Ext NOWS127 
TM Driving Control T2 NOW $98. Omd Supraxprs 56i Int NOWS119 
TM F16 TOS NOWS115 — USR 56K V.90 D-F Ext NOWS159 
TM F22 Pro NOWS134 — USR 56K V.90 D-F Int Nows149 

COMPUTER GAMES: ACTION 

Flesh Feast 03/98 $44 
Forsaken 04/98 $50 Profiteer $45 
G-Police 11/97 $44 Quake 2 S44 
Gatherer 04/98 $42 Quake 2 Juggernaut $15 
Gun Metal 03/98 $44 Quake 2 Mission Pk 1 $29 
Half Life 04/98 $48 
Hexen 2 09/97 $40 Quake Mission Pak 2 04/97 $15 
Hexen 2 Hexmaker 03/98 $29 Quake Mission Pak 1 03/97 $15 
Hexen Portal Praevus 03/98 $25 Quake: X-Men for Oke 1297 $20 
Incoming 05/98 $40 Redneck Rampge Lvis 02/98 $19 
Interstate 76 Arsenal 03/98 $38 Redneck Rmp Rides Agn 05/98 $18 
Interstate 77 10/98 $46 
League of Pain 04/97 $25 Revanant 0698 $48 
MIA 07/98 $29 Shadow Master 0298 $44 
Men in Black 14/97 $23. Shadow Warrior 09/97 $42 
NetWar 01/98 $29 Shadows of the Empire 09/97 $51 
Nighmare Creatures 1297 $29 
OutWars 04/98 $48 Space Marine Ambush 09/98 $46 
Outlaws 04/97 $28 — SpecOps 05/98 $48 
Planet Texas 04/98 $48 Spy Fox 0398 $33 
Postal 10/97 $42 Star Trk Frst Contet 05/98 $48 
Postal Level Editor 04/98 $48 Star Trk Generations 05/97 $27 











Tme Reuease Price 
Scorcher 0197 $46 
Screamer 3 09/98 $44 
Scrmn Demons Europe 06/98 S47 
Sega Rally Champ 0297 $34 
Shattered Steel 09/96 $29 
Sierra Pro Pilot 12/97 $34 
Silent Hunter 2 09/98 S46 
Silent Hunter CE 10/97 $26 
Skies 06/98 $48 
Sint Hntr Ptrl 1-3 ea 10/96 $15 
Spearhead 09/98 $49 
Spearhead Exp Pack 09/98 $29 
Spittire 09/98 $50 
Starship Troopers 05/98 $46 
Stealth Reaper 2020 02/98 $28 
TNN Motor Sprts Hdcre 03/98 $38 
Tank Commander Net 04/95 $19 
Tank! 05/98 $48 
Team Apache 10/98 $44 
Test Drive 4 1297 S46 
Test Drive: Off Road 03/97 $19 
Tie Fightr Coll 11/95 $17 
Touring Car 03198 $30 
Train Dispatcher 2 03/98 $44 
Trophy Bass 2 10/96 $29 
Trophy Bass 2 Exp. Pk. 05/97 $19 
Ultimate Racing Pro 03/98 $42 
Virgin Rally Champ 06/97 $14 
WC 5 Prophcy Miss Dsk 06/98 $19 
Werewit Vs Comanche 2 03/97 $30 
Wing Comm 5: Prophcy 12/97 $41 
Wing Commander 4W95 12/96 $26 
Wings of Destiny 09/98 $49 
World Circuit 1292 $16 
World of Combat 11/96 $19 
Cire Gran Prix 2 07/96 $25 
X-Car Exprmntl Ren 08/97 $41 
X-Wing Collector 19/94 $18 
X-Wing Vs. Tie Cmp 4 1297 $24 
X-Wng V Tie Fghter 05/97 $46 
iF-22 Raptor 07/97 $30 
iF-22v2.0 0398 $35 
I-18 CSF 0498 $46 
iPanzer 44 03/98 $35 
Sound Cards 
Sound Blaster 64 Gld NOWS189 
Sound Blaster 64 Val NOW $99 
Video Cards 

ATI Xpert at Play 8MB Nowszi9 
Crtv Grphcs Bistr 30 NOW $95 
Crtv Grphes Bistr Xtr NOWS125 
Crtve 30 Bister 2 8MB NOWS219 
Crive 30 Bistr 2 12MB NOws275 
Diamond 30 2000 2MB_ = NOW $99 
Diamond Stealth 11 460 NOWS189 
Diamond Viper 330 Nowst89 
Int Intnse 30 Rush NOWS179 
Jazz Adrnaine Rush 3D NOWS215, 
Matrox Millnm Il 8MB NOWS249 


Orchid Righteous 30 II 8MB_05/98$249 
Orchid Righteous 30 II 12MB 05/98$289 


Sub Culture 197 $44 
SubSpace 12/97 $24 
Take No Prisoners 10/97 $16 
Terra Vietus 04/98 $48 
Terracide 09/97 $21 
Tomb Raider 11/96 S19 
Tomb Raider 2 1197 $38 
Tomb Raider Gold 03/98 $25 
Trespassr Jrssic Park 0398 $48 
Turok Dinosaur Hunter 01/98 $42 
Turok Dinosr Huntr 2 07/98 $46 
Unreal Add-On 08/98 $19 
Unreal Level Editor 07/98 $32 
Urban Assault 06/98 $47 
Vigilance 07/98 $42 
Virus 1297 $42 
Weekend Warrior 04/98 $44 
Wolfenstein 3D 03/98 $17 
Wrath 12/98 $48 
Wreckin Crew 04/98 $29 


SPs 





1998 CHIPS & BITS, INC, 


Tme 
10 Six 09/98 
1830 RR/Abbr Baron 04/95 
7th Legion 1097 
AD&D Birthright 07/97 
Adhara 3 04/98 
Admral Ancient Ships 04/98 
Advaned Civilization 11/95 
Age of Empires 1097 
‘Age of Wonders 06/98 
Ancient Empires 03/96 
Armored Moon 02/98 
Army Men 04/98 
Axis & Allies 09/98 
Battlecruiser 3000 10/96 
Battles of Destiny 11/92 
Battlewagons 08/98 
Blackstone Chroncles 11/98 
Blood & Magic 11/96 
cac 09/95, 
© &C Covet Oprtions 03/96 
C&C Gold W95, 02/97 
C&C RA Attermath 10/97 
C&C RAChter Strke 04/97 
C&C Red Alert 11/96 
C&C Sole Survivor 1297 
Caesar 2 09/95, 
Capitalism Plus 05/97 
Captives 06/98 
Cave Wars 11/96 
Civ 2 Fantasy Worlds 11/97 
Civilization 12/95 
Civilization 2 03/96 
Civilization 2 Scen 11/96 
Clay Warfare 09/98 
Colonization 11/94 
Colonization W95 02/96 
Command HO 02/91 
Cong New World Dix 11/96 
Conquer 06/93 
Conquered King SD1 06/93 
Conquered Kingdoms 11/92 
Conquest Earth 09/97 
Constructor 10/97 
Creature 06/97 
Creatures 2 11/98 
Creatures Life Kit 1 01/98 
Dark Colony 08/97 
Arena Deluxe 10/95 
Asheron's Call 12/98 
Battlespire 12097 
Betrayal in Antara 07/97 
Buccaneer 10/97 
CyberJudas 07/96 
Dark Sun Online W95 10/96 
Diablo 0197 
Diablo Hellfire 12/97 
AD&D DM Guide 02/95, 
AD&D Complete Psionics 11/95 
‘AD&D OM Screen & Index 11/95 


AD&DEncyclopedia Magica 4 09/95 


AD&D Wizard Spell Comp 3 04/98 
ADAD Birthright 
Book of Magecratt 03/96 
Cities of Sun 12/95, 
Hogunmark Domain 0297 
Sword & Crown 09/95 
Warlock Stonecrowns 0196 
AD&D Dark Sun 
City by Silt Sea 02/95 
Dune Trader 04/95 
Forest Maker 09/95 
Ivory Triangle 09/95 
Valley Dust & Fire 09/95 
ADD Forgotten Realms 
City of Splendors 04/95 
Elminster Ecology 2 01/96 
Forgotten Realms Cmpgn 07/95 


Marco Volo Journey 





01/96 
07/95 
Wizards & Rogues of Realm 02/96 


Ruins Zhentil Keep 
Spellbound in Realms 


1998 CHIPS & BITS, INC 


Reuse Price 


$35 
$19 
S17 
$27 
$45 
$46 
$35 
$41 


S47 


$15 
$39 
$35 
$43 

$9 
$12 
saa 
$44 
sig 
$19 


$18 
$25 
$19 
$12 
$25 
$25 
$19 
$35 
$40 
$24 
$25 
$19 
$38 
$23 
$45 
$22 
$48 
$18 
$24 





Order 
Online 


COMPUTER GAMES: STRATEGY 





Tme Reuse Pace — Tm Reutase Price 
Dark Omen 03/98 $39 Liberation Day $35 
Dark Reign Futre War 09/97 Lords Realm 2 $34 











Dark Reign MP 1 03/98 Lords Realm 7 $28 
Dawn of War 10/98 Lords of Magic $34 
Deadiock 09/96 M Gathrng $20 
Deadiock 2 03/98 MAX 
Dominion Storm 04/98 MAX 2 
Duel: Mage Wars 09/98 MTG Duels of Planes: 
Dune 2 12/92 Machiavelli Prince 
Dune 2 11/97 Magic Spells of Anct 

Magic:the Gathering 
Dungeon Keeper 07/97 Mass Destruc 








Dungeon Keeper Gold 03/98 Master of Magic 









































Dungn Kpr Deepr Dngns 12/97 Master of Orion 

Earth 2140 1/97 Master of Orion 2 

Emperor of Fadng Suns 0197 

Enemy Nations 04/97 Is Prime 04/98 $48 
Entrepeneur 10/97 rstrm 2 03198 $46 

Evolution 01/98 

Extreme Tactics 04/98 Netstorm 

Extreme Warfare 08/98 Outpost 2 

Fragile Allegiance 03/97 Pax Imperia 2 W95 

Freedom in Galaxy 09/98 Per 

Galactic Mirage 07/98 $44 Plague 

Grandest Fleet 06/94 Politika 

Guardians: Agnts Jst 05/98 Populous 3 

Heist 04/98 Ragged Earth 

Heroes M&M 09/95 $15 Reach for Stars 2 W95 

Heroes M&M 2 11/98 $26 

Heroes M&M 2 Exp Pk 05/97 $19 Risk 

Heroes M&M W95 02/96 $19 

Hidden Wars 04/98 $48 

History of World 05/97 $39 

Hollywood Mogul 1297 $39 

imperialism 08/97 $29 Settlers 2 Gold 

Imperium Galactica 06/97 $32 Settlers 3 

In the First Degree 10/95 $46 Seven Kingdoms 

Incbtion: Retrn Scayra 04/98 $18 Seven Kingdoms Add-On 06/98 $25 

Incubation $39 Siege 08/98 $35 

Incubation: Wilderness $26 SimCity 2000 $01 019s $12 
Industry Giant $46 SimCity 2000 Spec Ed 04/97 $29 
Jaggd Aline Ddly Game $14 

Jagged Alliance $12 SimSatari 03/98 $26 
Jagged Alliance 2 $44 SimTower 05/95 $19 
Jutland $19 SimTunes 12/96 $28 
KKNO Extreme $19 Small Soldiers 06/98 $28 
KKNO Krossfire $46 Soldiers at War 04/98 $43 
£DWars $42 04/98 $48 
Lemmings Paintball $29 nand Deluxe 12/97 $42 





COMPUTER GAMES: ROLE PLAYING 














































Gothica 09/98 $48 
Disciples of Stee! Knights Xentr PG13 12/94 
Dungeon Master 2 Lands Lore Grdns Ost 10/97 $28 
Elder Scrolls 2 Legcy Kain Bid Omn 09/97 $20 
Eldr Scrlls Mrrowind 
Elric Might & Magic 6 LE 04/98 $58 
EverQuest Realms of the Haunting 03/97 $29 
FR Descent Undermin Rims Ark Shadow Riva 05/97 $29 
Fallout Septerra Core 08/98 $48 
Shadow 10/91 $9 
Shadows of Death 03/98 $43 
ROLE PLAYING GAMES 
AD&D Lankhmar Ars Magica 
City of Lankhmar 02/95 $15 
Prince of Lankhmar 09/95 $8 Faeries 12/96 $15 
Rogues of Lankhmar 09/95 $8 Fallen Angel 1297 $11 
Wonders of Lankhmar 09/96 $8 Medieval Handbook 10/95 $16 
Midsummers Nght Dream 10/95 $10 
AD&D Monstrous Comp Mythic Places 09/95 $9 
Mystara Monst Comp 04/95 $15 Wizard's Grimoire 10/96 $15 
Planescape Mon Comp 2 09/96 $1 
Ravenloft Comp 1&2 06/96 $17 Call of Cthulhu 
1990s Handbook 01/96 S11 
AD&D Planescape 
lopedia Cthulhiana 01/96 $10 
Factol's Manifesto 17 Keepers Screen 02/95 $13 
Monst.Comp. Appen.1 04/98 $20 King of Chicago 04/95 $10 
Planes Chaos Box 04/95 $25 London Guidebook 02/97 $13, 
Stars are Right 07/95 $16 
AD&D Ravenloft 
Dice 
Childrn of Night: Vampre 11/96 $13 Changeling Dice $6 
ath Ascendant Fantasy Dice $6 
Domains of Dread Mage Dic $6 
Forbidden Lore 17 Pearlescent Set Blueor Green $3 
Forged of Darkness 03/96 $11 Pe Yellow $3 
Gothic Earth Gaz 12/95 $10 05/95 $2 
Light in Belt 02/96 S12 05/98 $6 
Neither Man nor Beast 01/96 $9 e Dark Age Dice 10/97 $6 
Requiem: Grim Harvest. 09/96 $25 lt Dice 1297 $6 
Van R's Gde to Werebeasts 09/95 $10 Wraith Dice 12/97 $6 





Tme 
Star Control 3 





raft Expansion 
Stars 

Stars Twinpack 
Stellar Frontier 
Stratosphere 
Submarine Titans 
Syndicate Wars 
Theme Hospital 
Total Annitilation 


Total Annitn Cr Ctgcy 
Total Mayhem 
Transport Tycoon 
coon Dix 





Tycho Risi 
Uttimate Civ 2 
Unnatural Selection 
Uprising 

Vangers 

WHammer Shad Hen Rat 
Wages of War W95 

War of the Worlds 
WarBreeds 

Warcraft 2 

Warcraft 2 70 Levels 
Warcraft 2 Add On 
Warcraft Ore/Humns 
Wargames 

Warhmmr 40k Chs Gate 
Warlords 

Warlords 2 Dlx 
Warlords 3 

Wartorn 

Warwind 2 

Warwind W95 

Wisdom of the Kings 
Wooden Ship Iron Mn 
Worms 2 

X-Com Apocalypse 











X-Com Terr frm Deep 
X-Com UFO Defense 
X-Fire 

2 


Shyrealms of Jorune 
Star Trk Final Unity 
Stonekeep 

Swords of Heroes 
Ultima 7 Series 
Ultima 8 Pagan 


Ultima Oniine 
Underlight 
Wizardry 8 
Wizardry Gold 





Changeling 
Conspiracy X 
Cyberpunk 2020 


Dragonlance Sth Age 


Fading Suns 
GURPS Rulebook 
Heavy Gear 
Hercules & Xena 
indiana Jones 

Jovian Chronicles 
MERP 2 Softcover 
Macross 2 

Mage 2nd Ed 








Nephitim 
nola Fifth Ed, 

Rifts Hardbound 

Robotech 


‘Skyrealms Jorune 3rd Ed. 
StarWars Revi 
Traveller 
Vampire 2nd Ed 
Warhammer Fantasy 
Werewolf 

World Necroscope 
Wraith 





Recast Price 


09/96 


12/96 
06/98 
03/98 
06/98 
02/97 
03/98 
06/98 
08/98 
05/98 
10/96 
04/97 
10/97 


04/98 
05/96 
12/94 
09/95 
04/98 
06/98 
05/98 
11/93 
10/97 
05/98 
01/96 
11/96 
09/98 
03/98 
12/95 
0197 
05/96 
11/94 
05/98 
06/98 
02/91 
09/95 
08/97 
05/98 
11/97 
10/96 
03/98 
10/96 
01/98 
08/97 


03/95 
06/94 
05/98 
09/97 


11/94 
07/95 
1195 
10/98 
03/94 
03/94 


9/97 
10/98 
10/98 
05/96 


09/95 
09/96 
05/95 


09/96 


02/97 
02/95 
08/95 
03/98 
02/95 
09/97 
10/95 
04/95 
02/95 


09/95 
05/97 
08/96 
04/95 


09/95 
0197 
09/96 
02/95 
06/95 
02/95 
07/96 
02/95 


S15 


$14 
$46 
$44 
$30 
$38 
sor 
S44 
$46 
$44 
$45 
$42 
$40 


$24 

$9 
sos 
$25 
$39 
S44 
$46 
si9 
$19 
$46 
si9 
$19 
$44 
$28 
$25 
si9 
$19 
$29 
$40 
$44 

so 
S41 
$36 
S45 
$34 
$15 
$46 
$39 
S24 
$34 


$16 
$27 
$45 
$14 


$33 
S15 
$25 
$46 
S15 
$15 


$49 
$48 
$50 
$15 


$29 
$21 
si7 


$21 


$22 
$20 
$25 
$26 
$25 
$25 
$17 
sit 
$21 


$18 
$20 
$28 
si 


$7 
$25 
$24 
$24 
$24 
$24 
$25 
$24 








BALDUR'S GATE (Roleplaying) 
Interplay Release Date: 8/98 PC CD 





MECH COMMANDER (Strategy) 
Microprose Release Date: 8/98 PC CD 


TOMB RAIDER 3 (Action) 
Eidos Release Date: 10/98 PC CD 


“WAR GAMES’ For the 1st time in 
a PC strategy game, the True 3-D 
engine eliminates “tiles” and 
allows the entire playfield to 
rotate. Real-time effects & military 
intelligence. Thirty campaigns in 
alpine, jungle, desert, lowlands, 
pacific ocean, and urban environ- 
= ments. Every unit, building, and 
environment is created in com- 
plete 3-D, creating battles so real- 
istic, you'll swear you are there! 
MGM (Strategy) 
Release Date: 4/98 
PC CD 


‘MYTH’ A tactical, 25 level game of 
fantasy warfare, with unprece- 
dented realism and detail. 
Seasons change during the game, 
affecting tactical decisions. Real 
3D terrain, dynamic lighting, and 
tricky Al. One-on-one or team 
internet games include a wide 
variety of scenarios. Cooperative 
option allows multiple players to 
play through the 25 maps of the 
sae ses sats ee stre 
jungle (Strate 
Release Date: NOW 
PC cD 
























“DUNE 2000’ This multiplayer 16- 
bit update of Dune II has translu- 
cent shroud effects and smoke 
trails, real-time lighting, and parti- 
cle-effect explosions. Play one- 
on-one on the internet or with 8 
‘on a LAN. All 27 missions have 
been updated and feature new 
FMV mission briefings and 
cutscenes with 6 different actors 
New “side” missions have been 
added to this update. 
Virgin (Strategy) 
Release Date: 6/98 
PC CD 





“Die By The Sword’ Battle an array 






of monsters on 7 levels in a multi- 
tude of scenarios! True combat 
adventure with complex move- 
ment, 3-D environments, polygo- 
nal characters, variable view- 
points, and dynamic interaction. 
Adaptive and proximity Al, and 
multiplayer capability over net- 
work or modem. Realistic motion 
with precision control from 1st or 
3rd person perspective. 









Interplay (Roleplaying) 
Release Date: Ace 


‘MIGHT & MAGIC VI THE MAN- 
DATE OF HEAVEN’ features a 
completely new 3D graphics 
engine. The sophisticated non-lin- 
ear adventure system includes 
multiple plots and story lines. 
unique ‘skill based’ character 
development, and over 1000 
miles of virtual terrain! Choose 
real time or turn-based combat 
mode, and engage in hundreds of 
mini-quests within the game. 
3D0/NewWorld (Roleplaying) 
Release Date: 4/98 
PC CD 




























prices 
COMPUTER GAMES: ADVENTURE 
Tme Reease Pace = Te Revease Pace Tne Rewase Pace Tm Reease Price 
7th Guest 09/97 $15 Discworld 2 1296 $44 Nemesis 10/96 $16 Shadow of the Comet 08/94 $9 
7th Guest 2 11th Hour 11/95 $14 Drowned God 11/96 $12 Nerves of Steel 05/95 S16 Shivers 2 W95 04/97 $48 
7th Guest W95 10/97 $23. Entombed 01/95 $15 Neverhood 11/96 $37 Siege of Stormhaven 10/98 $48 
Abyss: Incidnt Europa 08/98 $43. Extracters 04/95 $29 Nomad 04/94 $16 Silverload 07/96 $28 
Adtenix Crisis 03/98 $45 Fable 03/97 $28 Obsidian W95 12/96 $35 Simon the Sorceror 12/93 $16 
Albion 08/96 $19 Fortrss Dr Radiaki 1194 $9 Soul Trap 02/97 $29 
Alien Earth 03/98 $42 Fourplay 03/94 $9. Overseer 03/98 $39 Space Bar W95 07/97 $22 
‘FINAL FANTASY VII’ Finally available for the PC! An innovative role-play- Alien intelligence 03/98 $45 Full Throttle 05/95 $19 Pandora Directive 08/96 $29 Spycraft W95 03/96 $25 
ing game featuring seamless 3D gameplay and animation, Hundreds of ‘Alone in the Dark 1293 $19 Gabriel Knight 2 12/95 $29 Patriot Games 08/98 $48 Star Trek Birth Fed 05/98 $52 
pre-rendered, computer-generated backgrounds and real-time battles, Alone in the Dark 3 04/95 $19 Gabriel Knight 3 06/98 $48 Phantasmagoria 2 11/96 $54 Star Trek SFA Mssn 03/98 $19 
map screens, and complex engrossing storyline. Alone in Dark Trilogy 4/97 $25 Galapagos 10/97 $19 Pharaoh's Ascent 02/98 $19 Star Trk Jdg At Coll 11/95 $38 
‘Amber Journeys Beyond 02/97 $44 Gateway 2 Homeworld 08/93 $19_—PPrates! Gold 02/95 $19 Star Trk Judge Rites 12/93 $14 
Eidos (Roleplaying) ‘Armed and Delirious 11/97 $45 Primortals 02/98 $19. Star Trk Str Fit Acad 09/97 $38 
Release Date: 6/98 PC CD Atlantis 09/97 $36 Gruesome Castle 10/98 $48 Prophecy 03/93 $16 Starship Titanic 03/98 $48 
Badlands 10/98 $48 Gundam 12/97 $29 Qin Tomb Mid King 07/96 $28 
“SANITARIUM’ You wake up in a Black Dahlia 02/98 $40 Hades Challenge 04/98 $42 Quest for Glory 5 05/99 $48 Temujin 10/97 $29 
sanitarium, struggling to compre- Jaren rs Blade Runner 11/97 $44 Heart of Darkness 08/98 $42 Rama 10/96 $26 TimeLapse Ane Civil 10/96 $32 
hend your environment. Your SANT) ARIUM Bloodwings 06/95 $24 Heroic Lgnd Herc & Xena 01/97 $25 Redguard 05/98 $52 Titanic Jrny Out Time 11/96 $29 
head throbs. In the background Broken Sword 10/97 $42 D4: Independence Day 03/97 $38 Reloaded 05/97 S24 Tme Wp Or Brain 9511/98 $33 
you hear people screaming, sob- Burn Cycle 09/95 $12 Journeyman Projet 3 02/98 $39 Respect Inc 05/98 $45 Tone Rebellion 1/97 $25 
bing, laughing maniacally. Is it a Byzantine 10/97 $32 Journeyman Project 2 07/95 $12 Return of the Phantom «07/93 $16 —_Toonstruck 10/96 $19 
nightmare? Are you insane? Is it Cals Ctime Saloon 04/97 $25 KQ7:Princeless Bride 11/94 $19 Return to Krondor 12/98 $45 Twinsen’s Odyssey o7/97 $36 
reality? Nearly 40 hours of game- Chronomaster 02/96 $24 KQ8:Mask of Eternity 06/98 $48 Rex Nebular 06/92 $9 Ubik 05/98 $42 
play encompassing nine scenar- Clandestiny W95 10/96 $30 Last Express 04/97 $35 Under Killing Moon 11/94 $12 
ios: four levels in the asylum and Leisure Suit Larry 7 11/96 $48 Riddle Master Lu 10/95 $9 Versaille 06/97 $39 
five episodes (gulp) elsewhere. Cyberia 2 09/97 $15 Lighthouse 09/96 $23 Ripper 03/96 $48 Virtuoso 03/95 $34 
Dark Earth 10/97 $29 Lion 12/95 $19 SCARAB 03/97 $38 Warcraft Lord of Cins 06/98 $46 
AmericnSftwrks(Adventure) Dark Half 04/98 $44 Lost Vikings 2 05/97 $28 SPOR 12/96 $46 Wolf Hunt Be Hunted 09/94 $12 
Release Date: 4/98 Deadlock Prev. Ltd. Ed, 08/97 $9 Microshaft Winblows 98 01/98 $19 _SO6 Spinal Frontier 07/95 $19 Worlds of Billy 03/98 Si9 
PC CD Delirium 05/98 $25 Morpheus 09/98 $44 Sacred Mirror of Kotun 11/96 $29. Yoda Stories 04/97 $19 
Demon Isle 01/99 $48 Myst 03/94 $19 Sanitarium 04/98 $36 Zork: Grnd Inquisitor 10/97 $39 
‘ALPHA CENTAURI’ From the Dig 11/95 $19 Myst 2: Riven 11/97 $39 Search & Rescue 03/98 $20 _Zork:Nemesis 04/96 $29 
developer of Civilization & 5 
Gettysburg. A mother ship's COMPUTER GAMES: SPORTS 
human cargo fleeing earth in the 30 Ultra Mini Gott 04/97 $42 Game, Net & Match 05/98 $39 Links LS Oakind Hills 04/97 PGA Tour Class Crs 1 09/97 $19 
22nd century splits into 7 factions ABC Mndy Nght Foil 98 02/98 $33 — Golf:Elite Collection 03/98 $19 Links LS Pelican Hill 07/97 $17 PGA Tour Pro Labtop 01/98 $20 
in route to the self-titled destina- AME Pro Bowl 30 02/98 $25 Gone Fishin’ 01/95 $19 Links LS Valderrama 09/97 $17 PGA Tour Pro 07/97 $50 
tion, Colonists can terraform land, All Star Baseball 99 04/98 $44. Grand Slam ‘97 06/97 $34 Links LS Valhalla 04/97 $17 Sensible Soccer 2000 05/98 $28 
changing topography to suit Baseball Mogul 99 04/98 $29 Grant Hill Fant Bskbl 03/98 $25 MS Baseball 30 14/98 $45 Serious Soccer 08/94 $9 
needs. Determine your infant civi- Bass Mstrs Cissic Pro 06/98 $42 Hard Ball 5 Enhanced 07/97 $19 Madden FB 97 09/96 $45 Sideline Sports 03/96 $9 
lizations modus operendi. Design Big Game Hunter 03/98 $19 Hardball 6 05/98 $45 SimGolf 11/96 $19 
your own military units. British Open Golt 05/97 $12 High Heat Baseball 03/98 $35 March Madness 98 03/98 $45 Ten Pin Alley W95 04/97 $25 
Brunswicks Bowling 04/98 $39 Internat! Sports Chal 08/92 $6 NBA Live 98 10/97 $39 Tiger Woods & PGATr «06/98 $45 
Electronic Arts(Strategy) ESPN Sports Shorts 04/95 $9 Jack Nicklaus 4 Cis 03/98 $15 NCAA Bball Final 4 97 03/97 $40 Triple Play 97 Cisc 08/96 $15, 
Release Date: 8/98 Jack Nicklaus Golf 4 03/97 $46 NCAA Football 98, 10/97 $29 Triple Play 98 $45 
PCCD FPS Baseball 09/94 $35 Jack Nicklaus Golf 5 12/97 $35 NFL Gameday 99 09/98 $39 
FPS Baseball 96 07/96 $48 Jack Nicklaus Tour Col 03/95 $12 NFL Video Football 42/92 $9 Trophy Bass Deluxe 03/98 $47 
‘UNREAL’ In one seamless flow- FPS Baseball 98 06/97 $28 Legends of FB 98 08/97 $39 NHL Breakaway 98 03/98 $42 VR Baseball 97 1197 $29 
ing world, race across vast out- FPS Football 98 11/97 $29 Linkls Course Libr 4 12/97 $19 NHL Hockey 98 09/97 $45 VR Baseball 99 06/98 $44 
door and indoor environments, FPS Skiing 01/98 $47 —Linkls Course Libr § 03/98 $19 NHL Power Play 98 10/97 $34 World Cup 98 05/98 $45 
enter enchanting cities and mys- FPS Trophy Bass Rvrs 11/97 $36 PBA Bowling 2 03/98 $35 World Hockey 95 06/95 $12 
terious temples. Twenty monsters Frank Thos Baseball 06/96 $34 Links LS Gng Ctry Clb 08/97 $17 PGA Tour 96 09/95 $19 World League Soccer 98 04/98 $44 
with Al challenge the main char- Fron Pge Fball 97 W95 11/96 $27 Links LS Davis Love 06/97 $17 PGA Tour 96 Wentworth 11/96 $19 Worldwide Soccer 98 09/97 $39 
acter in more than 30 levels of . 
HE UGuD teal noues COMPUTER GAMES: HINT BOOKS 
easy to use object-oriented level- AH-64D Longbow 2 11/97 $16 Myst Official Secrets 02/94 $12 Star Trek Star Fit Acad 12/97 $18 
editor to design your own levels. Age of Empires 01/98 $15 Fantasy General 05/96 $16 Myth 01/98 $16 Starcraft 03/98 $16 
Multiplayer option features 12 lev- Agents of Justice 03/98 $16 Flight Unlimited 2 02/98 $16 Myth Strat & Secrets 12/97 $18 Steel Panthers 3 1297 $16 
els of combat. Air Warrior 2 03/97 $16 Flying Nightmares 2 06/98 $16 Overseer 03/98 $16 
GT Interactive (Action) Alpha Centauri 08/98 $16 — Grand Prix Legends 06/98 $16 Pacific General 08/97 $14 Total Annihilation 03/98 $18 
Release Date: 5/98 Battlespire 04/98 S17 Half Life 06/98 $16 Pandora Di 08/96 $16 Ultima 9:Ascension 11/98 S16 
PC CD Betrayal in Antara O7/97 S16 Heroes M&M 2 12/96 $14 Panzer General 2 11/97 $17 Ultima Collection 02/98 $16 
Black Dahlia 03/98 S16 Heroes M&M 3 07/98 $18 Pax Imperia 2 1297 $16 Ultima Online 10/97 $16 
“DESCENT FREESPACE' Battle and Blade Runner 01/98 S16 Hexen 2 10/97 $16 Populus 3 08/98 $16 Unreal 04/98 $16 
command up to 12 units in intense C&C Red Alrt Scrts 01/97 $15 Journeyman Project 3 02/98 $16 Power Monger 02/93 $9 Unreal Cnstrction Kit 06/97 S16 
dogfights with high resolution Civilization 2 03/96 $16 King’s Quest 8 08/98 $16 Prey 07/98 $18 WarBreeds 03/98 $18 
space craft. Choose your fate in Curse of Monkey Isle 01/98 $16 Land Lore 2 12/97 $14 Privateer 3 10/98 $16 Warcraft Adventures 05/98 $18 
branching mission structures with Daikatana 08/98 $15 Last Express 06/97 $16 Quake 2 01/98 $15 Warcraft Off. Secrets 1195 $8 
multiple solutions. Multiplayer Dark Forces 2 12/97 $16 Links LS 98 07/97 $16 Quake Secrets 09/96 $11 Warlords 2 Dix Off Gd 1295 $16 
capable and 360 degrees of free- Lords of Magic 01/98 $16 Quest for Glory 5 06/98 $16 Warlords 3 09/97 $16 
dom with no walls or corridors. Diablo 02/97 $16 MF Cyberstorm 2 04/98 $18 Rebellion 03/98 $16 Wing Commander § 0198 $18 
Dominion Storm 03/98 S16 MS Flight Sim 98 11/97 $18 Return to Krondor 01/99 $16 Wings of Glory 04/95 $12 
Dungeon Keeper Gold 03/98 S16 Master of Orion 2 11/96 $16 SWAT2 (03/98 $16 X-COM: Apocalypse 09/97 $16 
East Front 1297 $18 Shadows of the Empire 11/97 $18 X-Com Terror frm Deep 07/95 $16 
Elder Scrolls 2 10/96 $13 Mechwartior 3 09/98 $16 Sid Melers Gettysburg 11/97 $18 X-Files 05/98 $12 
Interplay (Action) FAS 03/98 $16 Might & Magic 6 03/98 $16 X-wing vs Tie Fightr 01/98 $16 
Release Date: 5/98 F-22 Raptor 12/97 $18 — Myst 2: Riven 12/97 $16 Zork: Grand Inquisitr 12/97 $15 
RAL COMPUTER GAMES: ADULT 
“DIVA X KANAKO’ The latest install- Ace In the Hole 10/97 $39 Latex 02/96 $49 Sex With Jena 03/97 $42 
ment in the revolutionary DIVA X line Arabian Nights 03/98 $39 Maximum Moments tor 2 09/96 $29 Seymore Six Pack 01/96 $39 
of adult entertainment software. You Asian Paradise 02/96 $29 Domin-A-Trix 2 09/96 $24 Space Sirens 2 09/95 $34 
pinch yourself to make sure it's not a Asian Pearls 1 oF 2 12/95 $29 Dream Machine 2 10/96 $49 Neurodancer 05/94 $32 
dream. She leans close and whispers Beverly HI Call Gris, 07/96 $19 Dripping With Desire 07/95 $19 Nightwatch Int 1-3 each 07/94 $39 Tabloid Beauties 12/94 $29 
to you that she desperately wants Bustin’ Through 09/95 $24 Duke Screw’em 12/96 $49 Oriental Diaries 01/96 $29 Ultimate Tokyo 04/96 $29 
someone like you as she gazes up at Elite Amer Mdls 1-4 each 04/97 $19 Peep Show 2GirlieGame 04/96 $39 Ultra Vixen 05/97 $49 
you and stares straight through to | Celebrity Nudes 01/95 $19 Elite Euro Mdlst-4 each 04/97 $19 Platinum Six Pack 04/96 $44 Vampire's Kiss 10/94 $36 
your soul. This is it. The chance of a Club Royal 04/98 $46 Fantascenes 07/96 $39 Pleasure Zones 01/95 $29. Virtual Sex 2 05/96 $39 
lifetime! Crystal Fantasy 09/95 $39 Femme Fatale 09/95 $29 Private Investigator 08/96 $49 Virtual Valerie 2 08/95 $36 
Cyber Photographer 08/96 $36 Fuzz Buzzers 09/96 $39 Private Pisr Park 2 08/96 $49 
CyberStrip Black Jackor Poker05/95 $36 Virtually Yours 2 05/95 $39 
Pixis (Adult) Cyberpeep 2 Nurse or Waitres09/95 $25 Glamor Girls 1-3 each 02/96 $29 Ropes & Chains 02/96 $19 Wager of Love 05/95 $19 
Release Date: NOW Dada House 02/98 $19 Jade Palace 09/96 $29 Samurai Pervert 2 01/97 $49 Wheel of Fantasy 08/95 $29 
PC cD Devil in Miss Jones 12/93 $39 La Blue Girl 1-4 each 07/95 $19 Scissors N’ Stones 02/94 $19 Wicked Whispers 02/94 $19 








Or ‘der 
Online 


COMPUTER GAMES: WAR 





Time Revease Price Tme 
‘Achtung Spitfire 09/97 $39 Custers Last Command 
Aegis 04/94 $19 D-Day Amer Invades 
Afrika Korps 08/98 $42 Desve Batts of WWII 
Age of Sail 11/96 $29. Defend the Alamo 
Aide de Camp 07/94 $45 East Front 
Aide de Camp 2 01/98 $44 East Front Camp 
Allied General 12/95 $19 Fifth Fleet 
American Civil War 06/96 $28 Fifth Fit Scen Mod 1 
Banzai 04/91 $9 Final Liberation 
Fleet Med 
Battle of Bulge 07/98 $42 Flight Gmmd 2 MB 
Battlegrnd Antietam 11/96 $18 Flight Commander 2 
Battlegrnd Bulge 10/96 $18 Great Battles Caesar 
Battlegrnd Bull Run 05/97 $21 Great Battls Alexndr 
Battlegrnd Gettysbrg 12/95 $18 Great Bitles Hannibal 
Battlegrnd Mid East 05/98 $42 Great Bitles Napoleon 
Battlegrnd Shiloh 07/96 $18 Harpoon 2 
Battlegrnd Waterloo 05/96 $18 Harpoon 97 
Broken Alliance 12/96 $24 Harpoon Classic WIN 3.1 
Charge Light Brigade 02/91 $16 Harpoon Classic DOS 
CinePac Midway 10/94 $19 Line in the Sand 
Civil War Generals, 11/97 $41 Mare Nostrum 
Close Combat 2 11/97 $42 Muzzle Velocity 
Close Combat W95 07/96 $38 Nam 
1830 RR & Rbbr Brons 12/94 $20 Colonial Diplomacy 
1944 Second Front 12/94 $29 Critter Tek 
4 Battles Anc, World 01/95 $21 Days of Decision 2 
Across 5 Aprils 12/94 $26 
Advanced Civilization 12/94 $25 Die Hanse 
Dragon Dice 
Advanced Third Reich 12/94 $38 Eastern Front 2nd Ed 
Alamo 12/95 $15 Empires in Arms. 
Alexanders Generals 01/95 $33 France 1944 
Ancient Empires 01/95 $29 Geronimo 
Gettysburg 
Battles Anc. World 2 05/96 $39 Give Me Liberty 
Battles of Waterloo 11/94 $33 Guadalcanal 
Battlespace 12/94 $26 Hannibal 
Bloodst Day Antietam 09/95 $29 Here Come the Rebels 
Britannia 12/94 $19 IDF(Israeli Def Forc) 
Campaign to Stalingrd 01/95 $29 Ironsides 
Car Wars Deluxe 07/96 $21 Krieg! 
Central America 01/95 $19 Last Blitzkrieg 
PLAYSTATION 
Alundra 01/98 $42 Other Life Azure Dreams 
Bloody Roar 03/98 $43. Populous 3 
Power Boat Racing 
Dead or Alive 04/98 $46 Road Rash 3D 
Death Trap Dungeon 03/98 $44 
Diablo 03/98 $46 Sony Playstation Sys 
Ouke Nukem Time Kill 09/98 $42 Suikoden 2 
Final Fantasy VII 09/97 $54 Tactics Ogre 
Grand Theft Auto (04/98 $51 Tecmo's Deception 2 
Hardball 6 06/98 $44 
Tomb Raider 2 
NBA Fastbreak 99 11/98 $44 Turok Dinosaur Hunter 2 
Need for Speed 3 03/98 $44 WWF Warzone 
Ninja 08/98 $44 WarGames Defcon 1 
COMPUTER GAMES: BUNDLES 
Archives 3 10/97 $29 Jack Pack 
C&C RA Domintion Pk 10/97 $51 Laks Crs Lory 1,2,3ea 
Descent Defin Coll 0198 $19 Lord's Royal Coll 
East Meets West 03/98 $44 Mech 2 Titanium Trl 
Forgottn Realms Coll 04/97 $26 Ultima Collection 
Grt Nui Bttls 3,4 Bnd 05/97 $12 _ Ultimate Baseball 
Heroes M&M Compend 10/97 $37 Worlds Sword Steel 
Intrply Ult Stet Arch 03/98 $35 Zork Legacy Collction 








Reuse Pace Time Reese Price Te Reese Price 
10/95 $28 Napoleon in Russia 05/97 $17 Tank Resistance 2024 03/98 $39 
09/95 $39 Operation Crusader 07/95 $39 Third Reich 10/96 $38 
06/97 $42 Tides of War 05/98 $36 
10/95 $19 Over the Reich 11/96 $25 Tigers on Prowl 2 12/96 $42 
11/97 $39 Pacific General W95 07/97 $29 UMS 2 Planet Editor 03/92 $4 
03/98 $23 Pacific Tide 08/98 $45 V Victory Bundle 11/95 $28 
12/94 $39 Panthers in Shadows 09/95 $42 V Victory Market Grdn 04/93 $9 
10/95 $19 Panzer Commander 06/98 $45 V Victory Utah Bch 02/95 $9 
11/97 $42 Panzer General 2 10/97 $37 Victory Veliky Luki3.5 12/92 $9 
14/91 $19 Panzerblitz 10/98 $42 —V Victory Velk Lki CD 02/95 $9 
08/95 $19 People’s General 10/98 $42 War College 05/96 $19 
01/95 $39 Prelude to Waterloo 10/97 $39 War Inc, 10/97 $29 
04/98 $35 Road to Moscow W95 06/98 $43 War in Europe 04/98 $48 
06/97 $35 Semper Fi 02/98 $35 War in the East 02/98 $25 
11/97 $36 Sid Meier's Gettysbrg 10/97 $43 Wargame CS 3. Cmp 1 03/97 $16 
08/98 $47 Stalingrad 02/95 $39 Wargame CS2 SD12 11/94 $15 
06/94 $19 Steel Panthers 10/95 $19 Wargame CS2 $013. 03/95 $15 
11/96 $29 Steel Panthers 2 11/96 $19 Wargame CS2 S014 04/95 $15 
10/94 $19 Steel Panthers 3 11/97 $39 Wargame CS2 S04 11/94 S15 
10/94 $19 Steel Panthrs 3 Cmp 1 03/98 $15 Wargame CS2 SD5 04/96 $15 
12/92 $9 Steel Pnthrs 2. Cmp 1 04/97 $15 Wargame CS2 S07 11/94 $15 
07/93 $19 Sti Pnthers Cmp 1-2ea 08/96 $15 Wargme CS 3 w/ 06/97 $19 
05/97 $26 Storm in the West 03/98 $33 Whistling Death 04/98 $40 
05/98 $24 Zulu War 09/96 $29 
BOARD GAMES 
01/95 $42 Lee Takes Command 03/95 $22 Settlers of Catan 11/96 $30 
09/95 $12 Lionheart 10/97 $35 Sherlock Holmes 01/97 $20 
05/95 $42 Longstreet’s Assault 01/95 $22 Siege of Jerusalem 12/94 $27 
Luftwaffe 12/94 $23 Space Hulk 05/96 $65 
11/96 $39 Midway 12/94 $19 Space Marine 11/94 $50 
09/95 $9 Mississipi Fortress 11/94 $22 
12/94 $49 Napoleon Waterloo Cmp 01/95 $27 Starship Troopers 03/96 $29 
12/94 $27 Stonewall in Valley 05/95 $29 
12/94 $12 Over the Reich 12/94 $30 TRANSSIB 02/97 $35 
09/95 $25 Pax Britannica 12/94 $18 Texas Revolution 05/96 $18 
12/94 $15 Platoon 12/94 $15 Titan 12/94 $23 
04/95 $22 Raid on Richmond 05/95 $21 Turing Pt Stalingrad 12/94 $19 
12/94 $27 Rail Baron 12/94 $23 TVictory in Normandy 02/95 $11 
03/96 $32 Rebels & Redcoats tor 2 05/95 $25 WW2 Pacific Theatre 09/95 $33 
Republic of Rome 12/94 $29 War of 1812 01/95 $35 
12/94 $23 Robo Rally 01/96 $33 
12/94 $29 Rommel in the Desert 01/95 $27 Warhammer Quest 05/95 $59 
12/94 $28 SPOR 11/94 $33 We the People 12/94 $29 
08/96 $36 Sam Grant 02/97 $39 Wooden Ships Iron Men 12/94 $19. 
03/95 $25 World in Flames Dix 11/96 $90 
NINTENDO 64 
04/98 $58 1080 Snowboarding 04/98 $54 
07/98 $46  Aerogauge 05/98 $54 Metroid 64 06/98 S76 
03/98 $42 Mission Impossible 05/98 $72 
04/98 $44 Biofreaks 07/98 $75 Mortal Kombat 4 06/98 $79 
Castlevania 64 09/98 $76 NBA Courtside 04/98 $54 
09/95$159 Chopper Attack 06/98 $62 NFL Blitz 09/98 $69 
06/98 $46 Conker’s Quest 04/98 $56 Nintendo 64 System 09/96$159 
04/98 $46 Quest 64 06/98 $76 
04/98 $45 Diddy Kong Racing 12/97 $52 Snow Board Kids 03/98 $53 
Earthbound 09/98 $76 Star Fox 64 07/97 $66 
11/97 $48 GEX2 08/98 $69 Turok Dinosaur Hunter 208/98 $76 
05/98 $48 Int'l Super Soccer 98 07/98 $66 
07/98 $42 Ken Griffey Jr Basebt 05/98 $54 World Cup 98 05/98 $60 
06/98 $46 Legend Mystical Ninja64 04/98 $64 Yoshi's Story 64 03/98 $54 
COMPUTER GAMES: ARCADE 
03/98 $34 30 U Poll Creep Nght 09/96 $36 
02/98 $19 3D U Pbil Lost Cntnt 11/97 $34 Last Bronx 03/98 $39 
12/97 $39 3D Ultra Pnbil Unita 03/98 $29 Pro Pinball Timeshock 12/97 $28 
03/98 $40  Choplitter 08/98 $44 Return Fire 2 05/98 $42 
02/98 $38 Croc: Legends Gobbos 03/98 $43 
09/97 $26 Crucible 08/98 $48 Star Trek Pinball 02/98 $25 
01/98 $26 Earthworm Jim 3D 08/98 $40 X-Men:Children Atom 
04/97 $36 Electronic Pinball 02/98 $15 Youngblood 


COMPUTER GAMES: TRADITIONAL 


Battleship 11/96 
Beat the House 2 1297 
Boggle 10/97 
Chessmaster 5500 10/97 
Galaxy of Mahjongg 0198 
Great Fishing 03/98 
Hong Kong Mahjong 12/96 
Hoyle Board Games 02/98 
Jenga 04/98 
Lego Island 10/97 
Mastermind 04/98 
Mnty Pythn Mng of Lfe 12/97 
Monopoly Star Wars 10/97 
Monopoly World Cup 04/98 


$30 
$31 
$25 
$37 
$19 
S16 
$26 
$29 
$34 
$36 
sig 
$45 
$33 
$28 


Nahan 30 Puzzle 
Outburst 

Shanghai Double Pack 
Shanghai Dynasty 
Smart Games 

Sorry 

Star Trek Capt Chair 
Star Trek Game Show 
Stratego 

Tonka Garage 

VR Baseball 98 
X-Files Unres Access 
You Dnt Know Jack 3 
You Dnt Knw Jk XXXL 


02/98 
04/98 
09/97 
12/97 
06/98 
03/98 
03/98 
03/98 
09/98 
04/98 
04/98 
03/98 
01/98 
01/98 


$i9 
$40 
$28 
$36 
$40 
$28 
$38 
$39 
$39 
$40 
$40 
$28 
$28 
$34 





FREE GAME OFFER! 


‘Spend the specified amount on any in-stock software and choose one free 
18M game from the corresponding list. Request must be made at time of 
order. Offer good on in-stock software only, while supplies last. Limit 2 
per customer. Valid through 6/26/98. 





SPEND $60 

Bridge Olympiad 3.5, Disciples of Steel CD, Elements 3.5, Origamo 3.5 
SPEND $100 

Jutland CD, Return of the Phantom 3.5, Riddle Master Lu CD, 
Simon Sorcerer 3.5 

SPEND $200 

Air Combat Pacific 1942 3.5, Grandest Fleet 3.5, Star Trek Judgement 
Rites 3.5, Universal Neverlock 3.5 








Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD SB. Price, release, avallallly, shipping times & olfer not guaranteed & are 
any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. Alter 10 days the manufacturer's warrantee 
Japplies. Al sales final. S&H calculated on a per order, per shipment, and per item basis. The 
{'per order’ charge is charged once per order placed, the "per item’ charge is charged once 
|{or each item ordered and the ‘per shipment" charge is charged once for each shipment we 
|mate to you. For each US order $10.00 willbe allocated to a 12 issue subscription to com- 


subject to chan 





puter games strategy plus. Call for details. 











Standard Priority Express Express. Mail To Mail To 

US. Mail U.S. Mail Canada ‘The World 

ee ee ey 
Per Order 00° $200 $2. $2. $2.00 $2.00 
Per Shipment 25 © $1.00 © $5.00 $13.00» $200 §2.00 
Per item 7 $1.00 $1.00 $200 $2.00 $6.00 





1988 CHIPS 





SINC, SP 














‘DIAMOND MONSTER 3D II’ This 3D add-on upgrade card works with 
your existing 3D graphics card or 2D/3D combo card. Using the next gen- 
eration 3Dfx Voodoo? chipset, it simply blows away every previous stan- 
dard of performance. Features include texturing and explosive speed at 
over 60 frames per second! Includes free games (8meg): Special Edition 
Star Wars Game Pack, Heavy Gear Full Version, Tomb Raider 2 Special 


Edition, and lots of demo games! API Support 
Direct 3D * 































Pema eel 8 megs: Has . 
jelease 3/98 a |Glide i 
PC 12 megs: | (Voodoo, Voodoo2) 








‘THE OPERATIONAL ART OF 
WAR’ This volume covers all 
modern warfare from 1939 to 
1953, including the war with 
Germany and Japan, the Korean 
War, and hypothetical battles. 
Game scaling from company to 
corps level and 2.5 miles per hex 
to 25 miles per hex. Twelve major 
scenarios with stunning 16-bit 


fet, : graphics. 
ART OF is K Lee 


Release Date: 5/9 








PC CD 
‘AXIS & ALLIES’ As one of the 
world powers battling for 


supremacy in 1942, you must 
‘spearhead your country’s military 
drive. Decide where, when, and 
how to strike. Will it be by sub- 
marine, infantry or air? If you're a 
brilliant military strategist, a pru- 
dent economist and an astute 
Politician, you'll lead your nation to 
victory. 


Milton Bradley (Boardgame) 
Release Date: non 


“BREATH OF FIRE Ill’ Immense 
environments allow viewpoint 
rotation to reveal hidden path- 
ways, items, secrets and 
powerups. Find the secret of the 
Dragon shrines or become an 
apprentice to learn magic and 
special abilities 








layStation{it 


Capcom (Roleplaying 
Release Date: a 


“DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill lev- 
els such as Attack Power, Attack 
Speed, Running Speed, Maximum 
Health and more. Incredible 
graphics and challenging Al 


Eidos (Action 
Release Date: 9/9 
PC CD 


“GRAND THEFT AUTO’ Your goal 
is to rise through the ranks of a 
seedy criminal syndicate. Gain the 
boss’ favor by stealing cars, run- 
ning drugs, performing hits, kid- 
napping, and other criminal acts. 
Top down view with zooming 
camera. Each of 3 large cities has 
its own personality and the 
authorities will react differently to 
your actions. Expedite your mis- 
sions by stealing cars! 

AmericanSoftworks(Arcade) 
Now 


Release Dat 


124 


Beta tester revolt(ed) 

| read your review of Activision’s Heavy Gear 
[CGS+ 88] and must say | find the review spot 
on. Especially the observation the beta testers 
didn’t do their jobs. 

| was one of the beta testers on Heavy Gear. | 
must admit | didn’t help very much because | 
had trouble getting analog joystick support to 
work right and after the beta test manager 
called me childish and immature (I'm over 40 
years old) for complaining about the arcane 
control panels, | just about gave up. 

However, I'm sure many testers, like me, sent 
them e-mail telling them the gears looked 
good but everything else sucked. Actually, we 
were much more specific but probably includ- 
ed the suck word because it’s the truth. 

Heavy Gear is Mercenaries/Interstate 76 with 
different artwork and the salvage function 
fixed/implemented. The explosions are ugly, the 
ground is boring and the buildings are ugly. 
The multiplayer is a joke because you can buy a 
super-gear in Walmart, and if you start out at C9 
on the North team you might as well hang it up 
because all the Southies have bazookas and will 
run around you outside your range and hit you 
with guided missiles and you will die. 

Activision blew this so badly, it is unbeliev- 
able. | was also a beta tester for Dark Reign and, 
in the end, they wouldn't listen to us about 
what had to be changed in that product and 
rushed it out to market. History has already 
judged both products. Incredible potential 
marred by horrid execution. 

John Hamilton 
Via e-mail 


The fine line between success 

and failure 

Reading your review of East Front [CGS+ 87] 
illustrates just how fine the difference can be 
between success and failure, how perceptions 
can change rapidly in a matter of a few days 
and perhaps how reasonable judgments in 
magazines can sometimes be misleading. 

| purchased East Front one month ago, 
immediately applied the recommended 1.06 
patch and got down to business. Today | read 
your article and couldn't believe you were writ- 
ing about the same product, as my perception 
of the game is quite different. The patch clearly 
must have worked wonders. The game was 
marketed as Eastern Front in Europe and did 
not have any of the box hype mentioned in 
your review, so it was clearly focused, on this 
side of the Atlantic, at wargamers. 

l agree with the comments on the campaign 
game, which is still the weakest part of the 
game. Most of the basic problems have now 
been resolved, except of course for the bland- 
ness of the randomized maps, which in fairness 
is no different from Steel Panthers. The reason 
that some, not the majority, of the tank battles 
end up as assaults has only a little to do with 
the scale or the ordnance range. The major rea- 


sons are the visibility parameter (set too low at 
only one hex in a few campaign scenarios) and 
appropriate for Russian terrain lots of cornfields 
and gullies which block the line of sight! 

Comparing East Front with the 5 Star Series 
and Stee/ Panther variants my perception (post 
patch) follows along these lines. It's tops for 
realism, sound and graphics. The scope for tac- 
tical decision making is as just as good as any 
other wargame. The supply rules are nonsense 
and do need clearing up. East Front’s Al is on 
par, if not better, than other games. You will 
see it trying to flank your position during 
assault missions and search out advantageous 
positions for both defense and line of sight. It 
has the best scenario editor on the market 
offering several new ideas, greater flexibility 
and options in map creation and an organiza- 
tional editor which has been thoroughly 
researched and beautifully designed. 

Your final query about whether TalonSoft 
will redress the situation has probably been 
answered. This e-mail is proof of that. 

Edward Hayes 
Via e-mail 


Reviewing the reviews 
Thank you for such an honest and on-target 
review of F-22 ADF. Other publications gave it 
high marks, yet listed major problems with the 
game. While it’s not bad, it’s only half a game. 
Mike Perez 
Via e-mail 


| had such a good time reading your review of 
Journeyman Project 3 (CGS+ 89], | felt compelled 
to drop you a line. Even though I’m no fan of 
adventure games, | like to keep up with as 
many aspects of PC gaming as possible. This is 
fortunate since otherwise I'd have missed Tim 
Royal's well-written and often hilarious article. | 
had to pause at least three times while reading 
to wipe the silly grin off my face. What's the 
point? Ah nothin’... just kudos for the kind of 
gaming journalism that’s a pleasure to read. 
Swain Valasek 
Via e-mail 


Don’t Myth it 

| would like to thank you for your review of 
Myth: The Fallen Lords (CGS+86]. After reading 
your review, the game certainly had my atten- 
tion. Soon after, though, | forgot about it and 
started pondering other games such as MAX 2 
and Baldur's Gate. However, after you awarded 
Myth “Game of the Year,” | decided to go out 
and purchase it. 

You were absolutely correct—it was one of 
the best games | have ever played (plus the 
recent Curse of Monkey Island and Fallout)! The 
realism is incredible and the terrain detail is the 
best I've every seen. Thanks to you again for 
your accurate reviews. 

Dan Hanks 
Via e-mail 





Enhance your vocabulary 

| would like to comment on the pleasure | find 
reading your fine magazine every month. | find 
the writing to be especially excellent. | am 
amazed that | can read a game magazine that 
not only does not insult my intelligence, but 
enhances it. Your last issue had two words | 
had never heard of before, and while | may not 
have a superb vocabulary, | did score over 70% 
on the GRE. 

Your staff should be commended for writing, 
for the most part, accurate reviews and articles, 
but also for the way they write them. | like the 
way your reviews encapsulate the good and 
the bad, while reflecting on the game as a 
whole. | own most of your recent “Stamp of 
Approval” games, Curse of Monkey Island, 
Longbow 2, FIFA98 and Total Annihilation. 

One thing | don’t like is the five-star rating 
system, and while I'm sure you get a lot of 
feedback on this, | find it hard to differentiate 
between all of the 2 % to 3 % starred games. 
Fortunately, | like reading the reviews and find 
it much easier, after having done so. 

Keep up the good writing, | appreciate it! 
Cindy Yans rocks! Just had to throw that in!) 

Kevin Hartberg 
Via e-mail 


Bosoms of steel 
Cindy Yans’ review of Riana Rouge—a game | 
won't be buying—was no doubt entirely accu- 
rate, but | read with astonishment that Riana’s 
“bosoms” strain against leather. Ms. Yans 
should know (better than | do) that a woman 
has two breasts, but only one “bosom.” Unless 
of course this game is even more surreal than 
the review makes it seem.... 
Brian A. Libby 
Faribault, MN 


Cindy Yans responds: Mr. Libby's astonishment is 
second only to my own as | look down and see 
not two, but one actual bosom. | stand humbly 
corrected, but double breasted. 





ERRATA 

In our April [CGS+ 89] Hangar, we misprinted the 
URL for Calana Software's website; the correct URL 
is www.calanasw.com. Our First Look for Empire's 
Apache Havoc attributed the quotes to Mark 
Havens; while Mark does work on the project, the 
information actually came from Kevin Bezeant. 





WE’RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 
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HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A 

PERILOUS ADVENTURE TO SAVE PRINCE NIKOLAI’S KINGDOM FROM TOTAL RUIN. 
FROM THE DEPTHS OF THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU 
WILL LEAD A BAND OF ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE. 
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CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR 
FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE. 





EXPERIENCE BREATHTAKING 16-BIT, 65,000-COLOR 


GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES 
ENVIRONMENT. 
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THE MANDATE OF HEAVEN 
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Thank you for making history with us. 


Experience Ultima Online, 
the world’s most popular premium online game. 


www.ultimaonline.com 





